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TYRANIDS 


FROM THE DARKNESS BETWEEN THE STARS THEY FLOW, A TIDE OF 
LIVING NIGHTMARES. THEIR SHADOW IS THE FUNERAL SHROUD OF 
CIVILISATIONS. THEIR HUNGER IS THE DEATH OF WORLDS. THEY KNOW 
NOT HATE, FEAR OR COMPASSION, ONLY THE DESIRE TO HUNT AND 
TO DEVOUR. THEY ARE THE SWARM. THEY ARE THE TENDRIL AND THE 
TALON. THEY ARE THE TYRANIDS, AND TO STAND AGAINST THEM IN 
BATTLE IS TO KILL OR BE CONSUMED. 
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INTRODUCTION 


Welcome to the tome of ineffable horrors that is Codex: Tyranids. What follows is an account of this most alien and 


mical of 


races, from the Tyranide nature and ways of war to tales of bloody encounters with their ravenous swarms, and descriptions 
of their myriad monstrous bioforms. Read on to learn more of the Hive Mind and its numberless, hungering brood. 


The Tyranids are a seemingly 
race of extragalactic life forms that exist 
to hunt, kill and devour all organic life. 
Be it the warriors of enemy armies or 
the biospheres of verdant worlds all are 
simply biomass to be consumed by the 
swarm. This raw material is then used 
to spawn yet more Tyranid war-beasts 
to invade fresh worlds, and so the 

cycle continues. 


Like the questing tendrils of some 
impossibly vast monster, the Tyranids 
hive fleets push deeper into the galaxy 
with every passing day: For every swarm 
destroyed by desperate defenders 
another three drift into the light of 
beleaguered stars, ready to do battle. The 
"Iyranids cannot be bought off, reasoned 
with or putt flight. They can only be 
fought or fiel from. Even then, against 
their seemingly inexhaustible numbers 
and endless hunger, it seems unlikely 


either strategy offers any chance of 
lasting victory or survival. 


Amassing a Tyranid army is unlike any 
other collecting and gaming experience 
in Warhammer 40,000. It places the 
biological might of the hive fleets at your 
disposal, from numberless tides of lesser 


beasts and mindless shoals of living 
bombs, to towering chitinous monsters 
whoseraw might and resilience are. 
the match for the most formidable. 
war engines of the foe. Sky-darkening 
flocks of winged predators; lumbering 
artillery-beasts; subterranean horrors; 
toxin-«pewing abominations; cunning 
synaptic leader-beasts and devastating. 
psychic bioforms - the sheer variety of 
‘Tyranid creatures availabl 
remarkable, and truly o 
opportunity to tailor your swarm to the 
precise way in which you prefer to hunt 
your prey. 


Moreover, taking command of a Tyranid 
swarm allows you to take on the role 

of the Hive Mind, This vast gestalt 
consciousness is what drives the Tyranids 
on, and donning its mantle gives you 
access to an impressive array of tabletop 
psychic abilities, cunning Stratagems and 
deadly tactics to help you forge your force 
into a living weapon of war 


Painting a Tyranid swarm is also an 
‘exciting and unique experience. An army 
‘of flesh, fang, talon and chitin - which 
‘an be drawn from one of countless hive 
fleets, each with their own nightmarish 
id 
set 


palette of biological huee 
collection loo! 
against the ordered ranks and armoured 
vehicles of the galaxys more conventional 

| races. But remember, Hive Commander, 
that those beings are simply prey to 


a Tyr 
entirely alien wh 


| you now, and nothing more, Read on to 
| discover how best they may be dev med 


BEYOND THE HUMAN GALAXY, 
BEYOND THE RANGE OF MAN-MADE 
SPACECRAFT AND ASTROTELEPATHY 

LIES THE UNSPEAKABLE COLD OF 
THE INTERGALACTIC VOID. FEW HAVE 
VENTURED INTO THIS REALM AND NONE 
HANE EVER RETURNED. IT IS THE GREAT 
BARRIER THAT DIVIDES GALAXY FROM 
GALAXY, A PLACE WHERE TIME AND 
SPACE CONSPIRE TO HOLD THE WORLDS 
APART WITH INCONCEIVABLE DISTANCES. 


YET THE VOID IS NO LONGER EMPTY. 
AN IMMEASURABLY ANCIENT AND 
IMPLACABLE INTELLIGENCE MOVES 
THROUGH THE COLD AND THE 
DARKNESS, ITS MANY EYES FIXED ON 
THE DISTANT GLITTERING LIGHTS OF 
OUR GALAXY. THE GREAT DEVOURER 
MOVES BETWEEN THE STARS AND 
HUNGERS FOR THE FLESH OF ALL WHO 
LIE BEFORE IT. THIS GREAT ORGANISM, 
THIS MONSTROUS ENTITY, IS KNOWN AS 

THE TYRANID RACE. 


EVEN BY NAMING THE GREAT 
DEVOURER CIVILISATIONS BETRAY 
THEIR IGNORANCE. EVERY THOUGHT 
AND ACTION, EVERY SPARK OF LIFE 
IN THE TYRANID RACE IS BOUND 
AND INTERLINKED INTO A SINGLE 
MIND, A SINGLE GREAT ENTITY THAT 
STRETCHES OVER LIGHT YEARS OF 
SPACE AND IS CONTROLLED BY THE 
IMMORTAL HIVE MIND. A BILLION TIMES 
ABILLION TYRANIDS STAND AT THE 
RIM OF THE GALAXY, YET EACH ONE IS 
NO MORE THAN A SINGLE CELL IN THE 
LIVING BODY OF THE HIVE MIND, THE 

DEVOURER OF WORLDS. 


V 


THE GREAT DEVOURER ^ 


“The Tyranids are a race of alien predators that are invading the galaxy from the void beyond its edges. Like swarming insects 
falling upon precious crops, they devour all before them ~ consuming all life upon each world in their path, and leaving nothing 


but airless rocks in their wake. They are a threat to every sentient sp 


For centuries now, the Magi Biologis and 
Ordo Xenosof the Imperium hare sought 
to make sense of the Tyranid threat. It 
speaks volumes that - with the galaxy 
now in the grip of the Third Tyrennic 
‘War, and with Humanity having fought 
more battles against these rapacious aliens 
than can be tallied these luminaries 

in bewildered and horrified in 
equal measure 


Its clear that the Tyranide technology is 
entirely biological, and far in advance of 
anything Humanity has encountered in 
all its long millennia of conquest Their 
war-beasts are armoured in chitinous. 
plates, or possessed of natural defences 
such as chameleonic abilities or veiling 
clouds of exhaled spores. Tyranid guns, 
blades, transport craft, even void ships all 
are living beings, many taking the form of 
grotesque symbiotes grafted to their host 
creature for use in battle. The ammunition 
fired by Tyranid weapons is similarly 
organic, be i voracious chitin-armoured 
beetles, gouts of concentrated acids or 
bio-plasma, armour-piercing shard- 
beasts or eruptions of bioelectricy. From 
blades that gnaw the flesh of ther victims 
to tailored toxin spores, weaponised 
parasites and even stranger weapons, the. 
yranids display an infinite capacity for 
arning the mechanisms of life to the task 
of spreading death, 


“This speaks 1o one of the few other 
certainties Humanity possesses regarding 
ie Tyranids their entire race seems 
fashioned solely for war. It has been 
observed that few individual Tyranids 
display anything more than the most 
rudimentary sentience. Rather, ch 
Tyranid appears to be but a single cell of 
an infinitely vast galactic superocganism. 
Mankind has dubbed this guiding 
presence Ihe Hive Mind. 


THE HIVE MIND 
As faras the Magi Biologis can 
determine, is the Hive Mind that drives 


that this al 
galactic metap 


sentient races as they are beyond the 
vension of the cattle they farm 
and butcher. This - it seems ~ is all that 
biological life represents to the Hive 
Mind; not equals to be communicated 
‘with, but simple prey to be found and 
then devoured, 


DEATH OF WORLDS 
Since the first Tyranid hive fleet was 
encountered, the numbers of these. 
alien invaders have increased at an 
alarming rate, More and more hive 
fleets surge from the extragalactic void, 
cach displaying new and nightmarish 
adaptations and horribly inventive 
methods of predation. They coil 

and probe like the tendrils of some 
unimaginably vast monster. They push 
in from the fringes, drive up through 
the galactic plane and crush and destroy 
everything they touch. 


"Ihe first warning that most worlds 
have ofthe Tyranids approach is the 
Shadow in the Warp. Thispsychic 
signal lls ahead ofthe hive fleets 


ANA 0 0 


«ios in the galaxy; and their numbers are evergrowing. 


ike some smothering metaphysical 
fog bank. Its nullifying psychic static 
chokes off astropathic communication, 
Leaving worlds isolated in the face ofthe 
onrushing swarm. It worries at minds 
and souls alike, spreading unreasoning 
paranoia and fear amongst the prey. 
Psykers are the worst affected, for their 
strange senses are far more susceptible ta 
this insidious assault. Should they seek to 
employ their powers while engulfed by 
the Shadow in the Warp, there is every 
chance they will be driven mad or even 
slain by the chitering alien cacophony 
that overloads their minds. 


ide the defence platforms and 
that seek to hold them back, 
above the prey worlds 
g untold trillions of warrior 
15 to begin the hunt. At first the 
prey fight back, defence lasers scouring 
spore-craf and winged monsters from 
the skies, aircraft spiralling amidst 
the descending predators with their 
guns blazing. On the ground, staunch, 
warriors man their battlements and 
unleash storms of fie to reduce attacking 
yranids to hillocks of charred corpses. 
Yet as more waves attack, and yet more, 
the guns begin to fall silent. Aircraft and 
war engines are destroyed one by one, 
torn apart or overrun, and their crew 
devoured, The barricades fall, Defenders 
become screaming, fleeing prey. Under 
“he influence of microscopic Tyranid 
spores, even the biosphere of the planet 
turns against the prey, choking them. 
with toxins and dissolving them into raw 
biomass ready to be devoured. Only ance 
victory is assured do the Tyranids begin 
to feed; raw biological gruel flows up vast 
feeding tubes to replenish the waiting 
hive ships, who suckle at the world like 
fat ticks until nothing remains but a 
lifeless orb to be left hanging, cold and 
dead in the void 


is difficult to say with any degree 
5 of certainty when Humanity first 
encountered the Tyranid menace, 
Some records suggest that Humanity 
= and also the Aeldari of Craftworld 
Iyanden - discovered a bizarre Tyranid 
megestructure in the Tiamet 
the jungle world of Ziaphoria, as early as 
M35. This edifice is said to have spanned 
a continent, and to have projected from 
its mass of chitin and encephalitic tissue 
ahorrifically powerful psychic signal 
that drove the Aeldari into fatal seizures. 
Bumour has it amongst the Ordo Xenos 
that this structure, and others like it, 


FIRST CONTACT 


‘he first recorded encounter between the Imperium and the Tyranids came on the world of Tyran Pri 
the conflict that would see Humanity put a name to this new alien menace, and saw the beginning of Hive Fleet Behemoths 
rampage through Imperial space. Yet it was not the only early contact between the Tyranids and their prey. 


remain to this day, seemingly raised by 
the strange beasts of Hive Fleet Tiamet 
for some as yet undisclosed purpose, 


“Then there are the ominous tales from 
the Helican Sector in M36, speaking of 
nightmarish winged horrors that match 
‘Ordo Xenos intelligence on Hive Fleet 
‘Ouroboris. The supposedly indigenous 
Genestealers of the moons of Ymgarl 
have also been discovered in the years 
since to be vanguard organisms for 

the onrushing Tyranid hive fleets. tis 
believed that the Tau Empire may have 
battled the toxic swarms of Hive Fleet 


|| Gorgon for centuries. Who can say, 


us in 745.MAL It was 


meanwhile, what insidious forerunners of 
the Tyranid threat have been encountered 
by races such as the Necrons, not to 
mention more minor or isolated alien 
empires. Those entirely devoured by the 
Tyranid menace do not survive to tell 
their tales, after all. 


Yet for those few Humans beth privileged 
enough to possess knowledge of the 
Tyranids and unfortunate enough to seek. 
to counter their threat, the death of Tyran 
Primus remains the first known contact 
with this ghastly new foe. 


THE DEATH OF TYRAN 
The first clue of the horror soon to fall 
upon Tyran Primus was discovered by 
Imperial explorators. In performing a 
census ofthe worlds near to the far flung 
‘outpost of Tyran Primus, they discovered 
entire planets scoured of ll biological 
life. Not even the simplest bacteria 
survived on these denuded rocks. In 
truth, what the explorators had found 
were the first worlds to be devoured by 
Hive Fleet Behemoth after its long and 
lifeless sojourn through the intergalactic 
void. Thus far it had only consumed 
worlds without sentient life to defend 
them, forits reserves were depleted 

from years of hibernation. Soon enough 
it would channel the newly-absorbed 
biomass into vast swarms of war-beasts 
ready to begin the invasion proper, Yet 
the explocators lacked the context to 
perceive the peril implicit in this ominous 
mystery. The Tyran outpost dutifully 
continued to file reports of dead worlds, 
and the warning went unheeded. 


‘That the Tyran outpost had any chance 
to prepare for the onslaught was due to 
sheer chance. A returning survey ship 
encountered a vast cloud of unidentified. 
objects on the edge of the Tyran System. 
When those same objects turned out 
to be strange, biological mines, the 
survey ship fought its way clear of the 


converging doud and limped bask to 
‘Tyran Primus bearing its dire warning, A 
handful of days later, the invasion began. 


Commanded by Adeptus Mechanicus 
Magos Varnak, the outpost of Tyran 
Primus was no easy prey. Nestled in an 
ancient chain of volcanic islands the 
base was fortified to resist the fearsome 
storms and beasts of Tyraus wild oceans. 
Moreover it boasted a substantial 
garrison of Adeptus Mechanicusand 
Astra Militarum soldiery, several 
squadrons of fighter craft and four huge 
orbital defence lasers set deep inside 
seramite silos. Sheathed in void shields, 
these huge installations were furiher 
supported by a formidable network of 
gun emplacements and Proteus-class 
bunkers. It was a defensive strength that 
had seen Tyran Primus hold off more 
than its share of alien and heretic assaults 
over the centuries. Against the onslaught 
of Hive Fleet Behemoth, however, the 
outposts defences would be fourd 
‘wholly wanting. 


‘Tyran Primus’ defence lasers opened 
fire the moment the first alien ships 
‘made orbit, For more than an hour, 
the storm-wracked skies wer 
incandescent blasts as the bases 
desperately fended off the invaders 

‘Then, just as the cooling systemsof the 
defence lasers began to glow white and 
overheat, the invaders withdrew. Magos 
Varnak ordered his small fleet to harry 
the withdrawing vessels, but this strategy 
proved folly. Penetrating the spore cloud 
masking the alien fleet, the pursuing 
vessels discovered that fewer than a 
dozen bio-ships had been destroyed out 
ofa fleet of several thousand. Having 
lured the cruisers away from Tyran, the 
void swarm fell upon the Imperial vessels. 
with a vengeance. The slaughter that 
followed was terrible; one vessel after 
another torn apart by vast tendrils, or 
swept clear of life by boarding swarms 

of Genestealers, Rippers and other 
monstrous bioforme. 


With the Imperium’ cruisers destroyed, 
the hive fleet returned to Tyran Primus. 
Thousands of Tyrannocytes descended 
on the world. Though the laser defences 
destroyed many, countless hundreds 
more crashed into the seas. The waters 


thrashed and boiled as the invadere 
burst from their pods and tore their 

way through the ferocious inhabitants. 

of Tyran’ oceans, before scaling the 
outposts walls. At first, the disciplined 
volleys of the Imperial Guerd drove the 
creatures back, Officers bellowed orders 
through the pouring rain. Torrents of 
firepower scythed through the alien 
ranks, Wave after wave of Hormagaunts 
and Genestealers were torn apart, their 
corpses choking the rain-Ieshed killing 
zones between the bastions. Thunderbolt 
fighters darted through the lightning- 
lashed skies, blasting apart incoming 
pods with precision fire before turning to 
intercept new targets 


"Then the northern defence laser fell 
silent, Thousands of Gargoyles had 
throws themselves into its throat, 
clogging the massive beam projectors. 
Moments later, the eastern defence laser 
ceased firing as an enormous Carnifex 
rammed through the reinforced steel 
wall, trampled over the defenders and 
hurled itself at the coolant lines. One by 
one, the Thunderbolts tumbled from the 
skies, engines choked by spores, cockpits 
torn apart by shrieking Harpies. As more 
and more of the defence network went 


dark, the Tyrannocytes began to fall onto 
the base itself 


An hour later the Tyran outpost was a5 
gpod as lost The bastions were overrun 
or destroyed, the defence lasers silent 
Even the Guardsmen of Catachan, 
men and women who had reckoned 
themselves amongst the most stalwart 
of warriors, abandoned their posts and 
fed into the driving rain in search of 
an escape that did net exist. Here and 
there, pockets of resistance still held out 
under the watchful gaze of a brave or 
foolhardy officer, but one by one these 
vere extinguished. Only the command 
bunker remained, and its walls began to 
crack under the impact of massive blows 
Through the few functioning displays, 
Varnak saw the flood of aliens rampaging 
through his base, destroying everything 
they found. Finally, the adamantine gate 
ofthe bunker crashed inwards, and the 
"Iyranids poured into the command 
omplex. Guardsmen and Skitarii fought 
back with lamers and phosphes, but 
aliens swarmed through the searing fires 
and hacked their way onwards. 


As Hormagaunts poured into the 
‘command centre, Varnak whispered 
afinal prayer to the Omnissiah and 
triggered å switch, sending a data 
codex plummeting into the depths of 
the base. This codex would be Tyran 
Primus enduring legacy, for it would 
be recovered many months later by 
Inquisitor Kryptman, a man who would 
dedicate his life to opposing the Tyranid 
menace. But for Kryptmans arrival, 
‘Tyran Primus fate might have gone 
unnoticed by the wider Imperium for 
long years. He founda blasted and sterile 
planet, unrecognisable as the teeming 
Ocean world it had once been. 


‘The planet had been sucked dry, every 
scrap of vegetation and every drop of 
water consumed. As Kryptman reviewed 
the auto-logs contained within the data 
codex, the full horror of Tyran downfall 
was revealed, Wasting not another 
moment, the Inquisitor set forth to warn 
the rest of the galaxy of the oncoming 
horror from beyond the stars — a horror 
Kryptman named "Tyranids for the 
world they had consumed. The Tyrannic 
Wars had begun. 
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HIVE FLEETS 


Even a single hi 


space. Worse still, one of the greatest strengths of th 
more and more hive fleets surge to attack, so the Hive Mind learns ever more sw 


Though they vary enormously in size, 
composition, appearance and predatory 
method, most Tyranid hive fleets have 
some key characteristics in common. All 
consist of a number of hive ships, each 
a vast void-going organism sheathed in 
et-thick chitinous armour and with 
a fleshy hide adapted to shrug off the 
Kling cold of space Though a near 
finite variety of physical forms have 
red amongst hive ships, 
t boast an array of trailing tendrils 
and hooked talons large enough to coil 
around miles-long warships and crush 


biomass of a dying world or devouring 
s captured space fortress. Yet for all 
their vast and monstrous might, itis the 
seething hi 


to their prey worlds, 


“Those few brave souls who have trodden 
the capillary tunnels and pulsating 
cavities of a hive ship and returned alive 
tell of monstrous bioscapes. Endless 
waves of warrior organisms are spawned 
from within the bubbling organ -sacs 
of their reproductive chambers, Arcing 
bioelectric currents leap between 
| synapse nodes the size of electr 

pylons, or wreathe the dormant forms 
of Norn Queens even now awakening to 
command the invasion swarms from afar 
Waves of hissing sentry-beasts scurry 
along dripping intestinal tunnels and tear 
through membranous walls to fallupon 
the invaders from all sides, At their backs 
| come hulking Tervigons, unsleeping 

brood-beast that spawn ever more 
hunter organisms from their grotesquely 
swollen horazs. But worst of alls the. 


10 


fleet isa terrible threat, and many such tendrils of the Hive Mind now push their way deeper into settled 
yranids is their ability to learn and adapt to the tactics of their prey; as 
ly how best to make war upon the galaxy. 


hive ship that represent the greatest threat | sight of endless swarms of var-beasts 


| from lesser Hormagaunts, Termagants 
and Gargoyles, to the immense and 
nightmarish bio-titans, held in biostasis 
and promising apocalypse for whatever 
‘world they are vented upon, 


Even a single such hive ship has the 
power to tear its way through a flotilla 

of defence monitors before sowing an. 
invasion swarm onto the surface of 

prey world, Yet hive ships rarely travel 
alone, When an entire living fleet of these 
nightmarish void-monsters descends, 
they and their endless spawn can strip 

an planetary system of life in a matter 

of weeks 


CUNNING PREDATORS, 
In their ongoing attempts to codify the 
yranid threat - and in doing so, perhaps 
10 diminish its omnipresent terror — 
‘Imperial xenobiologians have named 


1 
7 


many hive fleets It has been observed 
that each such distinct bio-flotil exhibits 
certain unifying traits that mark its hive 
ships and warrior organisms out from 
those of other hive fleets, and serve to 
characterise the horror of its onsaught. 
Colouration is one such unifying factor; 
the creatures of Hive Fleet Behemoth, for 
example, tend toward hides of blue and. 
mauve, while those of Hive Fleet Kraken 
are blood red, and those of the ubiquitous 
Hive Fleet Leviathan are most offen 
purple. What significance such unifying 
colouration has to a single-min 

species like the Tyranids is unclear 
‘Theories abound of everything from 
instinctual recognition between bioforms 
of different lets, to predatory terror 
tactics or even attempts to confuse and 
‘mesmerise prey with shifting paterns 
displayed upon chitinous armour plates. 


Each hive fleet also displays di 
hunting patterns and strategies, almost 
as though each were an attempt by the 
Hive Mind to reine different methods 
of predating the galaxy’ sentient 

life forms. The warrior organisms of 
Hive Fleet Jocmungandr, for example, 
favour subterranean assault and 

deploy immense swarms of tunneling, 
serpentine bioforms to strike at their 
victims from below. Hive Fleet Gorgon, 
by comparison, is infamous for the 

toxic spore clouds and biowarfare 
agents it unleashes in battle, ts prey 
forced to ht not only the tentacular 
abominations tearing through their 
ranks, but alo the microscopic Tyranid 
spores seeking to clog their lungs and 
dissolve their organs from within. Other 
hive fleets have been observed deploying 
ground shaking masses of living tanks, 
sky-darkening swarms of winged 
monsters, elusive broods of chameleonic 
apex predators, endless tides of 
expendable var-beasts and countless 
other strategic permutations. 


inctive 


Many hive flets also exhibit a 
remarkable ability to learn and adapt 
from each defeat. A tactic that serves 
desperate defenders well on one 
battlefield may prove utterly worthless 
om the next, as the Tyranids manifest 
some rapidly adapted countermeasure. 
Veteran warriors confidently deploying. 
tank busting sounds that previously 


| to discover that this time, the Hive 


| such adapta 


saw the larger Tyranid monsters burst 
like sacks of offl stare in horror 

as those same shells rebound from 
newiy-ihickened armour carapaces. 
Wings of bombers soar overhead to 
rain death on the swarms below; only 


‘Do not look for honour in 
battle against the Tyranid: 
Its sheer monstiosity make: 
mock of such notions. The 
Tyranid sees usas meat, living 
matter to be devoured or e 
Corrupted so that our very 
bodies turn traitor The Tyranid 
drags us down to its animal 
level and turns war into a fight 
Tor survival between predator 
and prey. I have witnessed 
hampions and expert 
ply swallowed 
who dithe ignominy 
of dissolution in some horror 
churning gut. Ihave seen 
chitinous barbs pierce armour 
and flesh to deposit parasites 
that devour their unwilling 
hosts alive before turning on 
all around them 1 have seen 
noble heroes meft like tallow, 
swell up and burst like blood 
E blisters or die choking on the 
SPLINTER FLEETS black froth of their own lungs 
One ofthe most aspects of No, the Tyranid does not treat 
MAA frest how bed, us with honour, and nor should 
EE. a we it. The Tyranid is vermin. 
tendrils. Shoul Exterminate it accordingly" 


defeated, eit 


Mind has spawned flocks of winged 
bioforms that fall upon their aircraft ånd 
tear them apart. Tailored gene-toxins 
that dissolved Tyranids into twitching 
soup in a previous engagement are 
found to be utterly ineffective against 
the altered body chemistry of the next 
the Hive Mind 
ost unsettling ofall is when 
ns begin to manifest 
pre-emptively, not only on different 
battlefields but amongst the swarms 
hive fleets, How 
re able to communicate 
won lessons is unclear, but 
that they can suggests nightmarish 
possibilities 
beleaguere 


ah 


void, some portion of its st 
always escapes. E 


= Magos-Antipathus Jarvyn Jaxx, 
“Theses Exterminus 


primal instinct or guided 
Mind, organisms go t 

the theatre of war alt 
‘world, this can mean fr 
‘when the foe thought å 
again from hidden lairs, som 

ars or even centuries 
inal Tyranid attack. 


Ona wider scale, this 
phenomenon is 
problematic. Should 
of a hive fleet be shattered 
by battle or catastrophe, its 
survivors become splinter 
fleets -lesser echoes of the 
former threat, small enough 
toslip away into the void 
and regather their strength. I 
time, asplinter fleet will attack 
again, having devoured enough 
biomass to replenish its ranks, and 
often benefitting from the lessons of its 
primogenitors defeat. 


n 


THE SHADOW 
IN THE WARP 


Settling like a vast and terrible pall across countless worlds, the Shadow in the Warp heralds the coming of the Tyranid hive 
fleets. It is a nightmarish phenomenon that - whether by accident or design - has proved a cripplingly effective weapon 
against many of the galaxy’s sentient races. 


‘The warp is a strange dimension of 
ever-shifting energies that lies behind 
the skin ofrealspace. It is a churning 
and mysterious infinity amidst whose 
currents the passions, obsessions, 
sorrows and joys ofallliving things find 
reflection. The warp has been both boon 
and bane to the galaxy’ sentient races. 
Itisa source of near-limitless power 

for those who can harness it it is the 
ocean from which flows the gifts of all 
psykers. Itis also the means by which 
Humanity spread out across the stars, and 
by which the Imperium of Man achieves 
interstellar travel and communication to 


jecause of these hostile entities, 
known as daemons, that extreme caution 
must be exercised when dealing with the 
warp. However, there is no alternative 
but to take the risk; without using the 
energies of the sea of souls, each settled 
system becomes an isolated candle flame 
amidst the endless darkness, just waiting 
to be snuffed, 


{ts this helpless state of isolation that 
the Shadow in the Warp imposes upon 
the Tyranids prey. The phenomenon 
itself is a smothering psychic signal that 
surrounds the hive fleets, extending vast 


this day. Yet it is also the realm of timeless | distances from them in all directions. 
and malevolent sentiences born from the | "Though even races as advanced as the 


primal emotions ofall living things, and 
hell-bent on consuming reality. 


ancient Aeldari remain unable to explain 
how, the Shadow inveigles its way into 


mortal senses and interferes with their 
connection to the warp. For even the 
most dull-witted of creatures this is 

an unsettling experience and causes 
heightened anxiety, paranoia and panic 
to spread through prey populations. 

A sense of all-pervading dread goads 
frightened mobs to violence and sees 
doomsayers take to the streets even 
before the first warnings of the Tyranids 
approach are received. 


It is amongst psychically attuned 
beings, however, that the Shadow in 

the Warp is felt the worst. Human 
psykers, Ork Weirdboy2 and virtually 
the entire Aeldari race are amongst such 
unfortunates their psychic sensitivity 
rendering them dangerously vulnerable 


dice 


to the Shadow insidious effects Some 
have described the phenomenon as 

a numbing blanket of static that flls 
their thoughts and makes it hard even 
to think or speak. To others it isthe 
chittering and squealing of a billion 
nameless horrors, the endless scraping 
of talons across their minds, or the onset 
of existential dread so acute that itis all 
they can do to keep breathing beneath 
its pall 


"Those attempting to actively employ 
psychic powers while engulfed by the 
Shadow in the Warp are hit hardest of 
all. Even to access their gifts at such 
times requires extreme effort, and those 
who try are as likely to be driven mad or 
slain by explosive cranial haemorrhage 
as to manifest even the weakest flicker 
of power. 


Crucially, astropaths attempting to send 
distress calls out to the wider Imperium. 
find their mental cries choked of, more 
often than not painfully dying before 
they can force anything out through the. 
smothering psychic blanket. Navigators 
are equally aflicted; their third eyes are 
blinded and their minds overwhelmed. 


by the Shadow so that attempts to guide 
evacuation craft to safety, or warships to 
the rescue of beleaguered worlds, end 

in disaster and death. It is hanks to the 
Shadow in the Warp that most Imperial 
worlds beset by the Tyranids must fight 
alone, cut off from aid and unable even 

to scream. 


Nor are Humans the only victims of this 
phenomenon. For most branches of the 
Aeldari race, merely being in proximity 
to the Tyranids brings torment that 
they mast struggle to ignore if they are 
to even stand a chance to fight back. 
‘Moreover, the precognitive psychic 
gifts upon which their dwindling 

race relies are all but useless once the 
‘Shadow in the Warp settles about 

them, Warp sorcery falters. as easily 

as more sanctified psychic powers, 
leaving even the servants of the Dark 
Gods howling in powerless fury as the 
Tyranids descend on them. Only truly 


PSYCHIC WARFARE 

Itis unclear precisely how Tyranid 
war-beasts manifest powers that echo the 
psychic abilities of the varied races they 
prey upon. Yet the longer the hive fleets 
drive their tendrils into the galaxy, and the 
more of their swarms that emerge from 
the outer darkness ofthe void, the more 
‘Tyranids have been observed adapting 
ever more bioforms whose abilities do 
jest that, Some xenobiologians postulate 
that these creatures are syphoning warp 
energy in a controlled manner, wholly 
removed from anything achieved by any 
‘other known life form. Others believe that 
itis the synaptic energies of the Hive Mind 
itself that are being channelled, crackling 
through the encephalitic synapse tissues 
‘ofthe Tyranids before being unleashed in 
hissing blasts of lethal energies, projected 
as shimmering force fields, amplified 

into sanity-shredding psychic screams or 
employed to drive lesser swarm-beasts 
into frenetic killing fury. For those facing 


psychically inactive races, such as the | the Tyranids, such academic theorising 

Tu or Necrons, have lessto fear from | rings hollow it matters only that the 

the Shadow, but even then the insidious | Tyranids are able to employ a ghastly 

Hive Mind has methods by which itcan | range of apparently psychic abilities to tear 

‘weaponise its gestalt will against them to | apart the minds and bodies of their prey, 

claim victory seemingly with ease. 
INEXPLICABLE PHENOMENA 


The longer the scholars of the galaxy study the Tyranid menace, the more 
bewildered they become by the xenos’ weird interactions with the warp. In 
some ways, the Tyranids appear empyrially inert. The Ordo Xenos have 
pieced together records that show splinter fleets swallowed by warp rents, 
only to emerge from other immaterean phenomena in entirely different. 
regions of the galaxy. Should most races' craft be plunged through the 
warp like this they would likely emerge badly damaged or mutated, if 
they emerged atall. The hive ships appear unharmed by their experience, 
however, surging from the roiling tides of warp space as hungry and as 
deadly as ever. Worse, more than one such tendril has burst forth directly 
into the midst of a settled system. 


‘The Inquisitors of the Ordo Xenos and the elite Deathwatch have also 
discovered another such insidious phenomenon in the last few centuries. 
Genestealers are amongst the most prolific of the hive fleets’ vanguard 
organisms, moving ahead of the swarms as stowaways aboard Imperial 
vessels and infiltrating Human worlds. Only since the hatiors of Ghosar 
‘Quintus has it become apparent, however, that these creatures are doing 
more than hunting. It is in the Genestealers' gift to infect abducted 

prey organisms with a gene-curse that brings the victims under the 
Genestealers’ sway. More and more of the prey populace are forcibly 
inducted or bom into the resultant Genestealer Cult, which festers 
beneath the skin of Imperial civilisation until the day it erupts in full- 
blown rebellion. As though this were not threat enough, it has also been 
suggested that the cults themselves broadcast some manner of mass 
psychic signal, though it is beyond even the most talented magi to 
decipher its exact nature or mechanism. What seems apparent, however, is 
thatthe hive fleets can perceive this subtle beacon, and fellow it to fresh 
feeding grounds. Such an unholy fusion of Human and Tyranid psychic and 
‘synaptic potential hints at ominous and terrible nightmares yet to come... 


BEHEMOTH 


FIRST TYRANNIC WAR 


Behemoth was the first hive fleet recognised by the Imperium of Man. After annihilating the outpost at Tyran Primus, it 
thundered on through settled space, carving a direct line towards the Ultramarines stellar empire of Ultramar. Driven on by 
a primal hunger it seemed unable to fully control, the hive fleet appeared as unstoppable as it was bestially unsubtle. 


It was only thanks to the effort of 
Inquisitor Kryptman, who followed in 
Hive Fleet Behemotis wake, that warning 
reached Ultramar ahead of the Tyranid 
‘menace. The Ultramarines gathered 
virtually the entire strength of their 
Chapter to meet the xenos onslaught, 
‘They marshalled the mighty defence 
regiments of Ultramar and the strength 
of entire void fleets to their banner. Still 

it was to prove barely enough to halt 
Behemoths rampage. 


‘The Tyranids overran one world after 
another, consuming biomass and 
redoubling their ranks as they drove 
toward the Ultramarines Chapter planet 
of Macragge. The idyllic garden world of 
Prandium was stripped bare. The caverns 
of Calth became bloody charnel houses 
One slaughter followed another. Yet it was 
at Macragge itself that the fte of the First 
Tyrannic War would be decided. Here, 
Chapter Master Marneus Calgar led his 


warriors in a masterful campaign, doing 
all they could to resist the hive fleet’ 
attack waves and bleed away its strength. 
Calgar himself wassorely wounded by 
the monstrous bioform known as the 
Swarmlord during the Battle of Cold Steel 
Ridge, and for a time it appeared that 
Hive Fleet Behemoth would consume all 
before it. Eventually a puissant ambush 
performed by the Ultramarines mauled 
void fleet and the newly arrived ships of 
Battlefleet Tempestus saw the hive fleet 
shattered above the ringed world of Circe. 
Meanwhile, on the surface of Macragge, 
the Tyranid swarms were finally defeated 
by the unyielding resistance ofthe 
Ultramarines garrisoning the planets 
polar fortresses, Yet the victory came 

ata terrible cost to the defenders; the. 
Ultramarines precious Ist Company 
were slain to the last by the ferocious 
onslaught of Hive Fleet Behemoth. It was 
awound the Ultramarines would not 
soon recover from. 


14 


THE BEHEMOTH 

Splinters of Hive Fleet Behemoth 
scattered from Macragge and continue 
to bederil Ultramar and the wider 
Imperium to this day. THey are 
characterised by a brutish lack of 
subtlety quite at odds with the cunning 
of more recently arrived tendrils. Those 
who have fought against this hive fleet 
and somehow survived report hulking 
masses of heavily armoured war-beasts 
such as Carnifexes and Tyrannofexes 
much in evidence. Supported by 
lumbering bio-artillery and teeming 
swarms of lesser beasts, thes living 
fortresses stampede across the land and 
smash headlong into whatever bars their 
path. Wave upon bludgeoning wave is 
unleashed by the brutish-looking hive 
ships in orbit, the Hive Mind seeking 
simply to smash its prey to their knees 
with its clubbing blows before finally 
delivering the coup de grace and 
beginning its victory feast. 
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BATTLE FOR MACRAGGE 
showed just how devastating the 
h n be. Not only 
'd over by orbital defence platforms and a 
ground it boasted enormous 
polar fortres of Ultramar defence militia 
and entire companies of Ultramarines. Most invaders 
at the mer 
ploughed on unflinching as did Hive Fleet Beher 
were its first attack waves that even t 
rial ships and platforms were unable to pre 


the chaos cr 
strategic leadership of th 
ar to command the battle on the planet in person 
ttention away from the war in the void, Even as the 
punishing odds plan 
wave upon mindlessly ferocious wave pummelled the orbital 
defences. By the ninth such onslaught, nothing remained of the 
defence platforms but blood- 
not survived to retur to space and command the war there, 
and had Bat us not arrived in time to lend their 


Even as it was, by the time the 
able to return and reinforce the defender 
ground, the polar fortresses lay in ruins — a testament to the 
unstinting fury of Hive Fleet Behemoth's hunger. 


INVASION SWARMS 


A Tyranid attack is a harrowing spectacle to behold. The skies darken with roiling toxic clouds and the descending shapes of 
hundreds of thousands of Tyrannocytes containing brood upon brood of Tyranids. Vast swarms of ravenous monsters flow 
across the land, slaughtering all in their path. Yet amidst all the horror and chaos, there is an insidious pattern to be observed. 


While every hive fleet displays its own 
predatory methods and instinctive 

tactics, most invade and eventually 
consume prey worlds in roughly the 
same manner. This can be seen in the 
strategies employed by successive Tyranid 
attack waves, in the spawning of diferent 
bioforms in response to the condition 

of the defenders and their world, and 

he shifting tactics employed by the 
‘Tyranid swarms both planetside and in 
the void above. 


‘The nightmare begins with probing 
attacks intended to test and undermine 
the prey world's defences. Vanguard 
organisms ~ some of which may have 
Iurked upon the planet for months 

or even years before the attack 

suddenly go on the offensive, Lictors 
and Genestealers act as saboteurs and 
assassins, disrupting command channels 
and supply chains with their attacks 


or spreading terror amongst the prey 
populace. At the same time, waves of 
biological invasion craft rain down from 
on high. Many are inevitably shot down 
by battery fire and combat aircraft but 
more hit the planet surface and split 
open to disgorge expendable invasion 
swarms. Driven on by synapse creatures 
such as Tyranid Warriors, Tervigons 

and Hive Tyrants, chitinous tices of 
"Termagants and Hormagaunts fling 
themselvesat the enemy’ defences. What 
resistance they can overwhelm they do, 
tearing apart armoured columns flee 
for safety and butchering garrisons 
trapped behind their own defence lines 
Yet this is not the primary purpose of 

the first waves. Supported from above by 
thousands strong flocks of Gargoyles, the 
first wavesallow the Hive Mind to corral 
the pre 
and spirit, and to test where their 
defences are staunchest, 


to exhaust their ammunition. 


With battle lines firmly drawn, the nature 
of the nest invasion swarms adapts 
dependant on the resistance the Hive. 
Mind has met thus far. the prey hide 
within fortified compounds or have taken 
to subterranean complexes, the follow-up. 
‘waves include vast tunnelling swarms 

of Raveners, Trygons and Mawlocs 

‘They may also see an upsurge in the 
numbers of lving-tank analogues, such 
as Carnifexes or Exocrines ready to 
pummel especially formidable defences 
into min. Should the prey prove resistant 
in the air, the Hive Mind hurls in flocks 
of Harpies, Hive Crones and monstrous 
Harridans to smash the foe from the 
skies. Prey who seek to fight a more 
metaphysical war may be met with 

waves of Neurothropes and monstrous 
Maleceptors, while those able to shrug off 
more direct assaults may be 

by the toxic emanations of Venomthropes 
and Tosicrenes. 


ned 


One by one, the surviving bastions of the 
prey are toppled. Worn down through 
attrition or destroyed in mighty conflicts, 
their armies fall, Where the staunchest 
resistance is met the Hive Mind may even 
deploy the colossal forms of bio-titans 
such as the Hierophant or Hierodule, 
abominations quite capable of toppling 
even Ork gargants or the god-machines 
of the Adeptus Titanicus. Gradually the 
fires of battle gutter, as what was a war of 
resistance becomes a cruel game of cat 
and mouse, the last surviving defenders 
seeking to fight back or to escape 


Yet by now, the strategies ofthe Hive 
Mind have shifted again, and new 
bioforms begin to appear amidst the 
changing landscape of the tortured 
world. Unbeknown to the defenders, 
another war has raged unseen alongside 
their own. It is a conflict fought on 

a microscopic level, for even as their 
first invasion swarms assail the planets 
defenders, so the hive ships also seed 
its atmosphere with roiling clouds 

of inimical spores that set to work 
perverting the biosphere. By the time 
the prey armies have been defeated, 

the planets very biology has also been 
overthrown and harnessed to the 


Tyranids foul purposes. Gruesome 
spore chimneys of flesh and chitin thrust 
up from the world’ heaving surface. 
Alongside foul Sporocysts dropped 

from orbit, these bioforms pump out 

ever denser toxic clouds that hasten the 
subsumption of the planet biosphere. 
Bubbling digestion pools yawn wide, 
grotesque open guts the size of lakes into 
which raw biomatter is deposited to be 
broken down. Pulsing synapse nodes 
sprout like colossal fungi, amplifying 

the influence of the Hive Mind and 
strengthening the grip of the Shadow in 
the Warp, Stranger and more nightmarish 
biostructures erupt around or am 

the fewholdouts of the prey, towering 
talons and lashing nests of tendrils 
that rip down fortificationsand spread 
parasitic infestations. 


Meanwhile, the feeder-beass of the 
invasion swarms are hard at work. From 
the star of the invasion, swarms of the 
simple organic eating machines known as 
Rippers have undulated across the land 
devouring the wounded and dead alike 
Now, trillions of the awful creatures sweep 
across entire continents, cramming their 
gullets to bursting point before slithering 
into the digestion pools to be rendered 


down along with the biomass they have 
harvested. At the same time, Haruspexes 
lumber across the land, swallowing whole 
any prey that defies them and gorging on 

e fallen, before vomiting their immense 
als into the pools for digestion. 


Only when the last flickers of resistance 
have been extinguished does the final 
stage ofthe invasion begin. The hive ships 
gather in low orbit, clustering around vast 
Capillary towers like ticks fastening to the 
flesh of cattle. Here they feed upon the 
accumulated biomass ofthe slaughtered 
world, and of their own dead ali 
ispumped up the towers to be devoured. 
Ruthlessly ravenous, the Tyranid swarms 
break down defensive structures and 
towering mountains for the minerals that 
can be extracted from within. They 

the worlds oceans dry, leaving barren 
pains of cracked bedrock in their place. 
Erery last scrap of organic life down to 
the bacterial level is devoured. At the end, 
even the world’s atmosphere is plundered, 
its protective cowl tora away and scattered 
into the void. By the time the hive ships 
rise once more into the cold expanse of 
space and prepare to move on, nothing 
remains of the prey world but cold, 

dead husk. 


THE LIVING ARSENAL 


Tyranid weaponry and wargear is entirely organic. Some examples such as heavy carapaces of chitinous armour, chameleonic 
flesh or spore-spewing gas bladders are integral to the warrior organisms that employ them on the hunt. The rest appear to be 
grown in the churning innards of the hive ships and symbiotically grafted to the bioforms that will wield them. 


Tyranid warrior organisms and their 
living weaponry make for a repulsive 
and frightening sight. It is hard for 

their enemies to perceive where the 
war-beast ends and its armaments begin, 
for the two are inextricably linked vie 
pulsing tubules, chitinous growths and 
‘membranous swathes of melded flesh, 
Few can fail to miss the vicious fangsand 
talons that almost all Tyranids boast, nor 
the slime-slick and quivering analogues 
of gun or blade that most carry. Yet in 
truth any part ofa warrior organism's 


of virulent toxins or corrosive bioacids, 
to fleshy barbs ready to stab forth and 
impale prey, or other, even stranger and 
more gruesome weapons. For those not 
trained in identifying such threats and 
‘counteracting them, a myriad of horrible 
fates await. Many warriors have met their 
end after believing they had severed 

a Tyranids weapons from its body, or 
after parrying an obvious blow from a 
chitinous blade, only to be impaled upon 
concealed stingers, struck by tal-borne 
bio-weapons, or enmeshed in lashing 


anatomy may prove a weapon, from sacs_| nests of secondary tendrils, 


In truth, the distinction between 
Tyranids and their wargear only exists 
within the minds of prey species, for 
every Tyranid is as mucha living weapon. 
as the symbiotes it wields. Moreover, the 
utterly alien nature and rapid adaptability 
of thi: organic technology is more than 

a match for even the most advanced 

prey races, Itallows the Tyranids to drag 
their victims into a feverish arms race 

in which most prey are ill-equipped 

to keep pace, and that soon sees them 
outmatched, outmanoeuvred and 

fatally outnumbered 


DEVOURER 

"The devourer is a projectile weapon whose barrel-analogue is a long 
cone of slowly decomposing meat. Inhabiting this foetid mass are 
colonies of squirming worms. By sending a bioelectric shock through. 
the cone, the weapon's wielder launches showers of worms that then 
burrow through their victims’ nervous systems until they reach the 
‘brain, causing such agony in the process that even those not slain 

are often driven mad. The largest devourers fire brainleech worms, a 
particularly sizeable and unpleasant adaptation of the basic bioform. 


FLESHBORER 

The fleshborer is an organic burrow within which dwell borer 
beetles. When the weapon is fired it simulates the beetles to 

launch themselves from the barrel with their flea-like rar legs. The 
creatures then spend their last few seconds of life chewing frenziedly 
through the bodies of their victims. Fleshborers have been witnessed 
launching many diferent types of beele from creatures with 
hardened, armour piercing chitin to anes awash With biochemical 
incendiary fluid: the latter are grimly referred to as torchbugs. 


SPINEFIST 

Usually wielded in pairs, spinefists connect themselves to their host 
organisms internal airways via rubbery flesh tubes driven into their 
bodies. With a sharp exhalatory spas, the warrior-beast sends. 
pressurised air surging through its spinefists in order to launch a hail 
of chitinous spikes at the foe. These foul projectiles are coated with 
tailored neurotoxins so that the slightest scratch is fatal to the prey. 
‘That is, ofcourse, if any of their victims survive being impaled upon 
dozens of wicked chitin shards long enough to feel the toxins bite. 


E 
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PREDATORY PROJECTILES 

"The Hive Mind has proven monstrously inventive in its 
ever adapting arsenal of living projectiles. From blunt force 
trauma and violent impalement, to bioelectric shock, acidic 
corrosion, haemorrhagic detonation or death by toxin, 

the ranged weapon-forms of the hive fleets inflict all these 
fates and more upon their prey. Warrior organisms have 
even demonstrated the ability to produce their own form of 
bio-plasme that is more than capable of reducing armoured 
warriors to glowing ashes. 


ES 
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FLESH HOOKS 

Nestled within the thoracic cavities of warrior organisms, 
these chitin-barbed hooks are launched through violent 
muscle spasm. Not only do they inflict bloody wounds as 
they punch into their victims, but the sinewy cords that 
connect them to their host organism can be swiftly reeled 
back in, dragging impaled prey into the monster's embrace. 


BARBED STRANGLER 

This simple but devastating weapon shunts å barbed seed from its 
gestation sac to its muscular barrel, within which the seed begins 
io grow at a grossly accelerated pace. Launched by muscle spasm, 
the projectile continues to expand as it hurtes through the air, 
erupting into a flailing mass of hooked tendrils that puncture 
flesh, gouge eyes, entangle weapons and lash around throats 
before constricting savagely. They are especially effective weapons 
against massed and lightly armoured prey 


VENOM CANNONS 

‘Venom cannons fire shards of concentrated and 
crystallised acid, coated in a metallic residue and 
launched at incredible speeds. Even the lighter breed of 
‘venom cannon is highly effective at punching through 
well-armoured targets. Meanwhile, the heavier variant 
launches its weightier projectilesat hypersonic speed, 
the tank-killing rounds wreathed in an electrostatic 
charge that detonates upon impact 


IMPALER CANNON 

This cruel weapon fires chitinous harpoons that are 
more than capable of punching through even tank 
armour, At the base of each projectile nestles a parasitic 
shard-beast that feeds off its projectiles internal fluids 
antil the moment the weapon is áred. At that point the 
shard-beasts innards are torn out, leaving it trailing. 
like projectiles that it uses to steer its shard into the 
body of the victim during its last moments of life. 


SCYTHING TALON 
Many Tyranid warrior organisms 
employ sizeable deadly blade-limbs 
to hack, tear and impale their 
victims at close quarters. Such 
weapons rarely exhibit any degree 
of subtlety, employing the simple 
expedient of putting massive. 
strength of muscle and sinew behind 
a long rigid talon of razor-edged 
chitin. Yet no warrior who ever saw 
these scything talons rip through. 
an entire rank of screaming victims 
before tossing their bloodied and 
mangled remains through the air 
would ever mistake simplicity 

for ineffectiveness. 


BONESWORD 

Grown from dense chitin, 
boneswords have a symbiote grafted 
into their hilte This small gobbet org 
of neurotransmissive flesh takes 
care of regrowing the bonesword’s 
organic blade should it be damaged. 
Moreover, its web of nerve tendrils 


ipon, transmitting and 
amplifying the synaptic ener 
the wielder into a lethal field that 
extinguishes victims life energies 
with every blow. This effectis 
amplified by proximity to other 
weapons of the same kind, making 
paired boneswords especially deadly. 


RENDING CLAW 
These oversized claws ae rendered 
particularly deadly by their 

nic sheaths of diamond-hard 
and wickedly sharp chitin. With 
the ailored muscle and sinew 
ofa Tyranid warrior organism 
behind them, rending caws are 
quite capable of ripping through. 
adamantine and bonded ceramite 
sof as though it were nothing more 
than tattered cloth. The damage 
such vicious claws can inflict on 
living flesh can best be described 
as catastrophic, with a single swipe 
usually sufficient to disembowel or 
tear the throat from the prey. 


length 


++Vox-Log commences. Ged-Emperor help me, this will sural 
be my last recording I must be quick, fr even now I hear them 
diving at the doors. We had the might of an entire Gospodyr 
regiment to protect us. We had high ferrocrete ramparts, servir 
qun turrets, Throne we even had Brother Sergeant Escar and his 
Space Marines. We thought it gh. It should 
enought The wal went first. When the xenos attack waves broke 
against them. they Grought up some manner of living artillery. The 
fire those monsters rained down didn't jast Kill the wall guards but 
it ate away the wals themselves, swift as acid spilled upon flesh 

The servitor guns might have held them, even then, but they were 


ve been 


torn to pieces by... | don't Know what, something we could barely 
See. Major Rens Gospodyr did eir best to hold back the swarm. 
Even managed it for a while with the Space Marines help. But 
the next Tyranid waves brought weapons with them that doused 
the Gospodyr in flesh-eating worms and incendiary chemicals. 
for the Emperors Angels? Throne they were magnificent! But the 
D I asas 
though every wave we defeated taught the xenos how best to fill ns 
and by the God-Emperor they learnt their esson well There is no 
way out now. This ing eaten, and we shall be eaten with 
it. just wish- ++ [EX/ANO/Vor-Log interrupted, terminates] 
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BONE MACE 
"This unsubtle mass of knurled bone, 
chitin spikes and coiled tendons is 
most often seen grafted to hulking 
Carnifexes. A dense tangle of tensile 
ligaments connect the bone ma 
organism to its monstrous wieder, 
their steely strength and instinctiv 
whipcord contractions further 
augmenting the already colossal 
might of the siege-beast as it swings 
the mace a its victims. A solid 
blow from this weapon can easly 
stave in a fortified bunker, smash a 
battle-tank onto its side or pulp any 
warrior unfortunate enough to stand 
path. 


E 


SPORE MINES 
Either lunci 
sporecast 


Spore Mines are living bombs. 
ossess internal gas bladders 
that allow them to drift across the 
battlefield, tailing their sensitiv 
tendrils behind them as they 
feel for vibrations that signal the 
proximity of prey organisms. Once 
triggered, the Spore Mines detonate 
themselves, unleashing a violent 
storm of chitinous shrapnel and 
toxic, venomous or acidic 
fluids upon their victims 


‘As I looked into its dead black eyes, I saw the terrible sentience it had in 


place of a soul. Behind that was the steel will ofits leader. Further sti 
could feel its primogenitor coldly assessing me from the voi 


LI 
And looking 


back from the deepest recesses of the alien's mind, I perceived what I 
can only describe as an immortal hunger. We can slay the Tyranids on our 
worlds, blast their fleets from space, grind their armies to tom and ruined 
fragments. But their hunger? That is beyond our ability to slay- 


- Varro Tigurius, Ultramarines Chief Librarian 


KRAKEN 


SECOND TYRANNIC WAR 


Following the defeat of Hive Fleet Behemoth, some Imperial observers believed the Tyranid threat over. Humanity has 
outlived countless such xenos threats, they pointed out, each destructive in their own right yet ultimately minor in the grand 
scheme of the wider Imperium. Several centuries passed before this assumption was proved the worst sort of foolish optimism. 


"Ihe onset of the second Tyranid invasion 
which would subsequently be named 
Hive Fleet Kraken - was subtle and 
insidious. This new hive fleet divided its 
strength amongst many separate tendrils. 
“This allowed Kraken to assail many 
planetary systems all at once, and also 
spread the Shadow in the Warp across 
a much wider are of space. Asa result, 
ittooka long while for word of the 
invasion to reach imperial authorities 
Many worlds were devoured duri 
that delay. 


‘Once the Imperial counter-attack began 
and the Second Tyrannic War was 
officially declared, Humanity discovered 
the truenature ofthis new threat. Hire 
Fleet Kraken was a wily ambush predator 
that sought ever to encircle, outflankand 
surprise its prey. Vanguard organisme 
armed before it, destabilising worlds 
with acts of surreptitious slaughter 
and sabotage. Tunnelling organisms 
undermined Human defence lines, 


slipping past especially formidable 
points of resistance to attack from 
unexpected quarters. Kraken atacked 
on more fronts than the Imperium 
could defend, forcing its prey to sacrifice 
lower-priority worlds and systems in 
onder to protect more strategically vital 
locations. Al the while, the pale hides 
and crimson chitin of Hive Fleet Kraken 
was sightedin more and more systems, 
and the armies of Humanity could do 


little but retreat before the alien invaders. 


A number of Space Marine Chapters 
sprung to the fore during this desperate 
fighting retreat. Their valour was 
undeniable, as was their success in 
‘wounding and slowing the advancing 
threat of the hive leet Yet their defiance 
cost the Space Marines dear. The Scythes 
‘of the Emperor and the Lamenters 

‘were both mauled terribly driven 

to thebrinkof extinction, while the 
Knights of Eternity Chapter was wiped 
out altogether. 


"Ihe decisive battle against Kraken came 
when the hive fleet drew its greatest 
tendrils together and drove them toward 
the hive world of Ichar IV. No one has 
been able to determine why the hive 
fleet’s behaviour changed, but it was in 
this moment that Imperial commanders 
hada chance to score a decisive victory 
over the rapacious xenos. The Tyranids 
deployed many previously unseen 
warrior organisms during the grinding, 
and bloody conflict that followed, even 
unleashing bio-titans for the first time. 
‘Yor it was Chapter Master Marneus 
Calgar who led the ight back, arriving 
on Ichar IV at the head ofa mighty 
Ultramarines force and coordinating a 
masterful defence that finally saw the 
xenos scoured from the planets surface 
and the surrounding void. Hive Fleet 
Kraken had been decisively defeated — 
albeit at the cost of Ichar IVs ruination 
= yet with dozens of splinter fleets and 
lesser tendrils still scattered, it was far 

| from spent force, 


"The Aeldari of Craftworld Iyanden had greater forewarning of 
the approach of Hive Fleet Kraken. Their Faseers perceived. 
the doom drawing nigh through the skeins of fate, while their 
Rangers brought back first-hand accounts of the alien swarm 
fast approaching. Yet the craftworlds are immense and stately 
vessels with no capacity for warp travel or swift escape. Itsoon 
became clear that Craftworld Iyanden would not be able 10 
evade this threat, but rather would have to meet it head on. 


Farseer Kelmon, lyanderis leader and most potent seer, warned 
that the entire population would have to mobilise as one if 
there was to be any chance of defeating Hive Fleet Kraken. 

With heavy hearts, even the most peaceful of lyanden' Aeldari 
donned the armour of Guardian Defenders and joined the ranks 
alongside the puissant Aspect Warriors and perilous Engines 

of Vaul. Even the spirits of the craftworld’ dead were recruited, 
drawn from its mystical infinity circuit and into spirit stones 
that allowed them to pilot mighty wraithbone war constracts. 
Iyanden’s void fleets were recalled, elegant warships taking up 
station about their craftworld ready to protect it from attack. 


“Then came the Tyranids, and the nightmare began in earnest. 
One wave of void-borne organisms ater another descended 
upon Iyanden. The Aeldari warships fought with breathtaking 
grace and skill, slaughtering the attackers until the void was 
fouled with drifting meat and ichor. But one by one they 

were overcome, until at last a huge attack wave fell upon the 
craftworld itself. 


"The Aeldari counter-attacked furiously wherever the Tyranids 
breached their crystal domes and winding corridors, yet they 
could not stem the monstrous tide. Thousands-sirong swarms of 
warrior organisms battered down each new defence line in turn. 
Insidious predators stalked softly lit passageways and reduced 
formerly beautiful wraithbone chambers to blood-drenched 
abattoirs. The Dome of Crystal Seers; the Forge of Vauls Fury: 
the Library of Sighs; these and countless other irreplaceable 
treasures were destroyed amidst the onslaught. The death toll 
rose until Iyanden's dead outnumbered its living defenders. 


Tt was as the last embers of hope for survival were dying that 
Prince Yiel and his Corsair fet swept to the rescue. Yriel was 
an exile from Craftworld Iyanden yet, in its hour of darkest 
need, he could not abandon his former home toits fate. Though 
the fight was bloody and desperate, the newcomers cut apart 
the Tyranid hive ships until none remained. Then, wielding 

the cursed Spear of Twilight and leading a fierce force of 
veteran warriors, Prince Yrid boarded Iyanden. It was he who 
slew the monstrous Hive Tyrant that led the invasion swarm, 
and he who led the subsequent purge of every last warrior 
organism after Farscer Kelmon was found dead atop a mound 
of Tyranid corpses. Prince Yriel had returned to Iyanden and 
earned his peoples forgiveness with his selfless actions, but 
even still Kraken had wrought terrible slaughter throughout 
the craftworld. The Tyranids might be defeated, but their 

legacy would remain in the slow decline of what remained of 
Craftworld Iyanden. 
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HE INQ.REF/: 55301X4DE-XENOS ++ 


TYRANID GENUS STUDY 


extrapolate from physiological and neuroalchemical 
n the inherent nature and genealogical classifactum of the Tyranid 
larvum [REF/: Parasite of Mortrex]. Ini 
umble servant and xenosavant grade secundus Lortimer Gartholemew 


study labours under the somewhat 
ellation "Parasite of Mortrex. It 
arent to me that, while marginally 
ve from an astrocartographic 
spective, this title was surely coined 
y some overwrought Militarum enlistee 
ith precious little respect for suitable 
xenccategos! esenting as a serpentine 
organism that puts one in mind of such 
subspecies as the Rapaxus anguismus [REF/: 
Ravener] o: Bellatori tyrannus [REP/: Tyranid 
Warrior], this so-called Parasite's prinary 
method of locomotion is clearly provided by 
a pair of broad and membranous wings. Its 
prethoracic trunk supports multiple, ci 
sheathed offensive limbs, yet its most 
formidable biological armament lies in 
barbed ovipositor. It is by means of this 
acute appendage that it appears to inject live 
tins with the true parasitic organisms, a 
form of hyper-gostational Arrodosis vermis 
[REF/: Ripper] capable of devouring the host 
organism from within before erupting from their 
denuded cadaver. 


ON PROGENITORY GENUS 
Whence, then, originates this ae: 
Through comparative organo-analys. 
dt possible for the diligent scholar to 
establish genealogical linkage with other 
Tyranid biotcems, the better to extrapolate 
the creature’s aptitudes and limitations? 
Such labours are, of course, hampered 
as always by the frustrating paucity of 
werifable certainties in relation to almost 
all aspects of the Tyranids' xenobiological 
makeup, adaptational methodology and so for 
Expiravis larvum is certainly possessed of 
us wingspan and evinces a notable lack 
ial 


sation. 


Harpy], as well as the 
‚x Multisis sputus [REF/: Gargoyle] or 
im Colossus umbradori [REF/: 
pursuit of any such potential 
branches swiftly reveals 

5 in behavioural and 


l eruditic scrutifaction 


ON THE QUESTION OF 

EMPYRIC FACULTY 

Respected xenosavants and students of the 
Corpus Tyrannus fron Cartiliphus of Lorthe, 
to Brasnov or Moss have theorised as fo: 
Were we to grasp the mechanism by which the 
Tyranid species employs synaptic linkage to 
mimic true empyric extrasensitivity - they 
suggest, often at length - we might unlock some 
as yet unguessed at advantage the! 
organisations could exploit when in battle 
against the swarm. Certainly, this ‘Parasite’ 
organism exhibits chservable psycho-conductive 
abilities. The creatures have been documented 
manifesting empyro-analogous phenomena during 
battle, as well as exerting a quantifiable 
dogros of synaptic coordination upon prom 
broods of warrior crganisms. Clearly this 
is strategically beneficial information when 
taken at its most rudimentary value. Yet the 
pragnatist in me laments Humanity's continued 
inability to achieve deeper under 

Tyranid synaptic Linkage. Withe 

I fail to ses what fu 

study may yield. 


BASIC INTERRELATION 

In extremis, one must return to the fundamental 
tenets of one's understanding. few biological 
samples of any notable quality have been 
recovered of Expiravis, However, those I 

have been afforded clearance to examine 
display similarities to a number of Tyranid 
shock organisms. Here, we see the muscular, 
serpentine form reminiscent of Rapaxus 
anguismus [REF/: Ravener]. There, we observe 
chítinous talons akin to those of Incursus 
salirum [REF/: Horzagaunt]. Certainly elements 
Gf the creature's physiology suggest a 

apacity for direct and aggressive conduct 

at the forefront of conflict. Yet, again, 

as with each avenue of inquiry we se 
follow in connecting the Tyranid subgenera, 
we find ourselves fared with contradiction and 
endlessly branching alien illogie. The or: 
possesses such front-line biomorphology, 
but ite behav 

of vanguard classification bioforms. and yet in 
other ways, one might be forgiven for assuming 
the creature serves some purpose vithin the 
latter-spawned consump: 
it does its ravenous par 


our milite 


nical 


rmsman {rs class Shana Vesko stood aboard the doomed. 
ship Clarion and looked down upon a dying world. After 
the Tyrenids had boarded, her Section had 
formed a fighting retreat, up through the 
ralling ramps of the transit decks until they reached 
barrack-level seventeen. The fight had been furious, 
a cacophony of hissing shrieks, thundering shotguns, 
skittering talons and screams of pain. At last, upon reaching 
shrine-17-3, they had been ordered to weld hatches, throw 
up barricades and hold fast against the tide of organic. 
nightmares flooding up from below, 


Itwould not be long until the xenos broke through. 
Armsman Vesko was sure of that. In the meantime, 
however, Lieutenant Pshen had ordered the remains of 
fifth and ninth squads to guard the hatch while the rest of 
the mauled force took rations, offered prayer and saw to 
the wounded, There were few enough of the latter. Most 
armsmen hit by the caustic bioacids or burrowing grubs of 
the Tyranids at least had the good fortune to die swiftly 
Still, a few luckless souls had been hauled along with the 
retreat. They now lay moaning and pleading along the 
shrines port bulkhead while old Medicae Raspil moved 
between them and did what he could. 


The Lieutenant had commandeered the choristry alcove 
He hunched in its shadows, talking swiftly in hushed tones 
into a vox unit. Vesko envied him his task, something to 
focus on. She herself had checked over her faithful shotgun 
and offered it thanks in prayer. She had drunk some vater 
and had a few mouthfuls of a ration-block. Now there was 
nothing left for her to do but think, and try not to imagine 
what came next. Perhaps if the shrine had not had window- 
ports, that might have been easier. However, like many 

of the shrines dedicated to lowerranking crew. it pressed 
against the very outer skin of the ship. And because of that 
it had window-ports, some stained armaglass, others lear 
and offering an unadomed view out into the infinite void 
of the God-Emperors realm. Vesko wondered whether that 
was the idea behind these smaller, round windows —a rare 
chance for mere crew-serfs and deck ratings to gaze out 
upon the endless and the divine. Ifso, the shrine's original 
architects would have been dismayed at the view she 


Orthica II swelled huge and sickly beyond the armaglass, 
The planet was far closer than even the most reckless 
steersman would call safe. What thin strip of open space 
still separated them from the planets atmosphere churned 
with conflict. Here, a wing of transatmospheric interceptors 
spiralled between grasping tendrils, loosing off munitions 


ata chitinous monster the size of alight cruiser. There, tom 
sections of what Vesko took to be a dismembered capital 
ship tumbled into Orthica I's atmosphere and became 
blazing meteors. She saw hunting creatures with conical 
bodies armoured in bone that trailed nests of stinging 
tendrils as they slid through the void. Chunks of wreckage 
span lazily amidst miles-long slicks of alien fluids, sparking. 
wires creating their own miniature constellations. Barely 
ten miles starboard, something that was all gnaving 
mouths, whipping pseudopods and bulging sacs of flesh 
was steadily engulfing a crippled orbital defence platform. 


Below, beyond the slaughter in the void, the planets 
atmosphere was thick with roiling clouds. It appeared the 
world was shrouded in storms. Vesko knew this appearance 
was deceiving, that she was not witnessing anything so 
natural as weather systems She had overheard her officers 
talking about spores and atmospheric seeding, At the time 
she hadn't been quite sure of their meaning. Now, as she 
‘gazed down upon the jaundiced mass blanketing much of 
Orthica Il she thought she understood. 


Vesko couldn't see detail, of course. Even with her crippled 
vessel wallowing down toward the planet's thermosphere, 
Orthica Ils surface was just a mass of colours and shapes. 
Yet she could still make out the dark stain spreading across 
it. Some part of her mind wanted to misinterpret that 

sight, to wilfully misunderstand. The part still clutching 

the frayed ends of her sanity told Vesko that what she saw 
were shadows cast by the douds, or maybe by void ships. 
She knew it lied. Shadows didn't extrude vast tendrils in 
such a fashion, Shadows didn't extinguish the lights where 
they flowed over them, leaving nothing but dark desolation 
in their wake. They didn't leave her wondering what it 
would be like to stand upon the surface of that dying world 
amidst the horror and the blood as the creatures that 
formed that shadow flowed over her and- 


scream jolted Armsman Vesko from her reverie. She felt 
as though her mind snapped back into her body, recoiling 
from the clutches of the dark tide below. The sensation 
made her stagger. Only then did Vesko realise she had 
been pressing both hands and her forehead against the 
cold armaglass, in defiance of all basic naval training. She 
felt the raw pain in her palms and the skin of her face 
where the void's cold had crept through to her skin 


‘The cry of pain and horror came again, followed by the 
dull report of a gunshot muffled by flesh. Vesko looked 
round in time to see Medicae Raspil rising from beside 
Armsman Tommar and shaking his head. Raspil holstered 


his merey-stub after checking the gun's magazine, then 
pulled Tommars plastek blanket over the man's face. The 
flimsy wrapping had doubtless brought little comfort to 
the mangled armsman while he had clung to life. Vesko 
prayed silently to the Emperor that it might bring Tommar 
at least the cold boon of dignity in death. She had served 
alongside the man for almost fve years. She tried to 

feel something for his passing, some sorrow or rage. But 

it seemed she had nothing left. Shana Vesko imagined 
herself a holed vessel, open to the icy void, no longer 
capable of fear or sorrow, or offeeling anything at all. 


As though Tommars cries had goaded them, the bestial 
roars and shrieks outside the hatch rose in a hellish 
chorus. Then came a deeper. louder roar that Vesko felt 
reverberating through her chest. Something struck the 
chapel's hatch hard enough to dent the plasteel. 


Another pounding impact buckled the hatch within its 
frame, Armsmen were moving now, their momentary 
paralysis broken by the immediacy of danger. There would 
be no fiery death-dive through the planets atmosphere for 
the Clarion, Vesko thought as she rushed to join the firing 
line. Or rather, the damaged ship would still meet that end, 
but neither she nor her companions would live to see it. 
The Tyranids were coming. Now. Backed into this chamber 
with no way out, Vesko and her comrades would fight until 
they were overrun. They were comered prey, but she was 
damned if she would cower. 


By the time the third mighty impact smashed the hatch 
inward, the armsmen were already in a firing line. A 

handful of decksweepers jutted from their midst, the 
multi-barrelled las weapons emitting a rising whine. The 
sound was drowned out in an instant, along with Lieutenant 
Pshen's barked orders. Nothing could cut through the 
cacophony of roars and shrieks that rolled through 

the hatch, 


‘The Tyranids came on like a single, unstoppable organism 
made up of dozens of chitinous bodies, gnashing fangs and 
void-black eyes. At the fore lumbered the Camifex that had 
broken down the hatch. Vesko had an impression of vast. 
bulk, of talons longer than she was tall and huge pincers 
that clacked open and shut with obscene eagemess. Then 
they were all firing and the strobe of muzzle flash lit the 
scene. Point-blank shotgun blasts shattered chitinous 
plates and ripped alien flesh. chor sprayed the walls and 
floor. Fusillades of searing fire raked the xenos. Grotesque. 
bodies tumbled and were crushed beneath the masses. It 
wasn't enough. It could never be enough. 


Armsman Vesko fired again and again. She screamed the 
prayer of righteous aiming, though she couldn't hear her 
own words. She couldn't tell what she hit amongst the living 
tide, but she had no doubt she hit something. It would 
have taken a dark mirecle to miss with so many monsters 
bearing down upon her. Had she really thought herself 
beyond fear, she wondered? Numbed to terror? It seemed 
as though the Tyranid onslaught rolled toward the Navis 
gundine in slow motion, lit by the flare of dozens of roaring 
guns, and as it came there was time enough for Shana 
Vesko to realise she had been wrong. She witnessed the 
full and final horror of this alien foe. She felt their shadow 
flow over her and sensed the single, monstrous intellect 
that glimmered behind every dark and somehow lifeless 
eye. She knew with absolute certainty that Humanity, the 
Imperium, even the God-Emperor himself could not defeat 
this predator from beyond the stars 


‘Then the Tyranid charge hit home. The Carnifex smashed 
headlong into the armsmens' midst, crushing and slicing, 
seemingly untroubled by the dozens of smoking holes 
tom in its body. It dropped its head at the last instant so. 
thatthe chitin horn jutting from its brow impaled Armsman. 
Hostlar. The Carnifex tossed its head high, flinging its 
screaming victim through the air. Hostlarfell amidst a 
thrashing mass of talons and was lost. Something sprang 
at Vesko, its blade arms raised to strike, its maw yawning 
to reveal glistening rows of fangs. She fired point-blank 
and the monster was hurled back. She wasn’t quick 
enough to stop the second one, however The thing took a 
marstopper round to the side even as it lunged, yet still it 
‘managed to catch her a glancing blow that sliced through 
her bicep and shattered the bones of her right arm. 


Vesko reeled back with a wordless cry ofagony, stil 
clinging to her shotgun with her one good hand. Something 
slammed into her from the side. Her foot skidded in a 

slick of bubbling fluid. Vesko clubbed frantically with 
hergun. Her blow hit a hissing monster in the face. She 
looked around frantically, trying to get her bearings in the 
punishing melee, but the Tyranids were everywhere now 
and her comrades were growing fewer by the second. She 
sawthe Lieutenant engulfed by the yawning jaws of some 
nameless monster, swallowed whole. She saw Medicae 
Raspil's head ripped from his shoulders, his body still 

flailing even as blood geysered from the stump of his neck 
Limbs thumped to the ground, twitching, slick with gnawing 
worms. Vesko didn't need to imagine what it was like 

down on the surface of the dying world. Not anymore. The 
nightmare was up here too. In the end, it was almost a relief 
when a live frag grenade rolled to a stop at her feet... 


LEVIATHAN 


THIRD TYRANNIC WAR 


Only years after the defeat of Hive Fleet Kraken at Ichar IV, Hive Fleet Leviathan drove its tendrils up through the galactic 
plane. The largest and most widespread hive fleet to date, Leviathan showed clear signs of having learnt from the fates of 
Behemoth and Kraken. Its swarms continue to pose anall-pervading threat to life in the galaxy. 


By the time of Hive Fleet Leviathan's 
invasion, numerous other lesser hive 
fleets had been recognised as threats 

‘by the Imperium. Some were splinters 

of Behemoth or Kraken, Others were 
entirely separate and strangely adapted 
entities in their own right. Many — once 
Leviathan began its onslaught - moved to 
support, shelter behind or even parasitise 
this largest of hive fleets yet known. 


Leviathan’s swarms were legion; its 
tendrils spread out so that no corner of 
the galaxy was safe from the Tyranid 
‘menace. Imperial forces who survived 
the onslaught of Leviathan reported 

an alarming upsurge in the number 

of psyker-analogue warrior organisms 
amongst its ranks. The synaptic network 
that linked this hive leet appeared 
especially powerful its Shadow in the 
Warp smothering and tremendously 
potent, Here was the Tyranid threat wit. 


larger and more terrible than ever before, 
Great armies, even entire xenosraces, 
fled before lis inexorable advance. 


Amongst the first Imperial war-leaders 
to take the fight to Hive Fleet Leviathan 
was Inquisitor Kryptman. Believing 

the ends justified any means, the aged 
Inquisitor employed every resource 

he had amassed in his long and 

bloody career He unleashed a wave of 
Exterminatus strikes upon worlds in the. 
path of Leviathan’s tendrils. Kryptman 
reasoned thst, if enough planets could be 
rendered lifeless in the path of the swarm, 
the Tyranids would be starved and their 
onslaught slowed. His horrific methods 
met with some success, but they were too. 
much even for his Machiavellian peers. 
Trillions of Imperial lives had been lost 
to Kryptman purge. He was accused 

of heretical arrogance and declared 
Excommunicate Traitoris. 


‘Yet Kryptman was not dore. He next 
engineered the release of brood of 
captured Genestealer within the bounds 
of the Ork empire of Octarius. Sure. 
enough a tendril of Hive Heet Leviathan 
was drawn after the synaptic signal ofthe 
‘brood, ploughing into the greenskins 
empire and igniting a ferocious war. 
Kryptman had hoped the senos would 
annihilate one another; however, he 

‘was mistaken. Untold numbers of 
greenstins provided the Tyranids with 

a nigh.inexhaustible supply of biomass 
that saw their swarms grow daily. The 
Orks, meanwhile, thrive upon battle 

In the Tyranids they found the fight of 
their lives, Larger and more belligerent 
greenskins were reported all the time by 
the outmatched Imperial forces caught. 
up amidst the alien war. Soon enough, 
the fighting in the Octarian Empire 
threatened to spill out across neighbouring 
Imperial sectors. 


Hoping to stem the tide before it reached critical mass, 
Inquisitor Nasir Sahansun and many of his comrades sought to 
establish a defence line — the Cordon Impenetra - that would 
contain the tumultuous xenos war Yet their containment wall 
was far from complete by the time Tyranid and Ork forces 
assailed it. Ihe situation grew more grave by the day. 


"This was but one example of the multitudinous catastrophic war 


zones that erupted wherever Hive Fleet Leviathan struck. The 


shrine world of Saint Caspalen wes transformed into an abattoir 


by the combined efforts of tunneling horrors and the insidious 
stealth organism known as Deathleaper. Here was proof that 
faith alone, no matter how fervent, was no defence against this 
terror from the outer dark 


Battlefleet Ultima lost more shipsthan they could afford 
during the Battle of Bloodstar their captains discovering too. 
Jate that the Hive Mind had learned much of ambush tactics 
since last they had battled its swarms. The mighty forge 
world of Gryphonne IV also fell to the tendrils of Hive Fleet 
Leviathan, all of its precious knowledge lost to the devouring, 
maws of unthinking beasts. The systems of Pyrehaven, Ninth 
Gift, Josmires Rest and Abdralla all fll silent and dark, 

their last cries warning of Tyranids attacking from the far 
reaches of the Segmentum Obscurus to the heartlands of the 
Segmentum Solar. 


‘Our light shall not gutter out beneath this shroud 
of blackness. These xenos filth will not prevail. 


vow to you~ all of you who share the Angel's 
noble blood — we will cast down these beasts, we 
will sunder their hosts, fortheir end has come!” 


- Commander Dante, Lord of the Angelic Host, during 
the Battle jor Baal 


It was even asthe flames ofthe Third Tyrannic War raged 
higher that the Great Rift tore open. This calamitous chain of 
warp storms split the Imperium in two, leaving fully half the 
Emperors realm cut off from the Astronomican. Suck lost and 
darkened systems were easy prey for Leviathan. Even those 
‘worlds fortunate enough to remain within the Emperors light 
were battered by daemonic phenomena, plagues of mutation. 
and catastrophic collapses in communication and coordination, 
Everywhere, Hive Fleet Leviathan surged forward, taking 


advantage of Mankind' confusion as a lunging predator into the 


midst of panicked and scattering prey beasts. 


Yet the Hive Mind did not have things all its own way. Though 
the bedlam caused by the Great Rift aided it in many ways, it 
also saw vast swathes of the galaxy plunged into maelstroms 
‘ofempyric madness or overrun by malevolent warp entities. 


Such beings offer no sustenance to the swarm, and so Hive Fleet 


Leviathan was forced to adapt new methods for fighting these 


inimical hosts, before they starved it of biomass by slaughtering 


or tainting its prey beyond consumption. In this way, the Hive 
Mind inadvertently joined the fight against Chaos - albeit 
entirely for its own sake - while still devouring all prey races 
that crossed its path. 


THE BATTLE FOR BAAL 
The Shattered Shield: A tendril of Hive F! 
pushes into the Cryptus System. Intended to act a 


Leviathan 


Angels home world of Baal, the system is nos 

onerrun. A desperate counter-attack led by th 

Master Dante = and some say aided b 

stalls the Tyranids advance, but nothing can now halt it 
Pushing deeper into the region of space known as the Red 
Scar, the Tyranids bear down upon Baal 


Assemblage of Angels: Knowing that his Cl 
a fight for its ve Dante summon: 
Blood Angels successor Chapter 

to their prime 
ferocious Flesh Tearers a 
Knights of Bloc 


‘The Onslaught Begins: Uncounted Tyranids swarm 

from the interstellar darkness toward B 

‘moons. Thou void war rages for many hours, 
ven the amassed might of multiple Imperial fleets 

cannot hold the Tyranids back. Invasion swarms 

descend upon Baal, Baal Prime and Baal Secundus alike. 


withstand the Tyranid onslaught. Hive Fl 
Leviathan employ 
spawns. 
Iteven ma 
intensifying assault 


and trickit know 


Desperation: By the time the Tyranids have hurled 

nineteen successive attack into the fight, the 

defenders are on their last legs. Five Chapter Masters lie 
st the slain. The doom of the Blood Angels and of 


+ It is in this most desperate 
moment that the Great Rift tears its way across the 

‘The hive ships of Leviarharis rendril are 
swallowed up by the roiling fury of the rift, vanished 
in an instant though no one knows to where. Yet the 
fight is far from over. On ne, the daemonic lord 

ndha leads a v 

ace Marin. 


Gabriel Seth 
escape. M 
nd their allies stage their last stand. 
Dante buri into battle with the Swarmlord, 
ghastly wounds but succeeding in lopping its 
head from its shoulders at the last 


s ofthe Indomitus 
ofttinie. Roboute Guilliman himself leads the 
ault that $ the Tyranids purged trom 

e Blood Angels ravaged home world, 


HIVE FLEET 


GORGON 


No other hive fleet has been documented to possess the swift and insidious adaptability of Hive Fleet Gorgon. Its broods have 
been observed to hyperadapt even between one attack wave and the next, outwitting and outpacing even the most strategically 
flexible prey to their eventual, hideous doom. 


Jtis the Tau Empire, more than 
Humanitys Imperium, that has borne the 
brunt of Hive Fleet Gorgon’ onslaught, 
possibly for as long as several centuries. 
However; Humanity has also been 
"unfortunate enough to face Gorgon in 
batte, as have the greenskins, the Aeldari 
and countless other alien races. 


‘Two common factors have emerged from 
these ongoing batles along the Eastern 
Fringe of the galaxy. The first is the speed. 
and ingenuity with which Hive Fleet 
Gorgon has been seen to adapt in the 
face of resistant prey. The second and 


more horrific observation is the degree 
to which this adaptability favours toxic 
biowarfare. Hive Fleet Gorgon makes 
great use of weaponised spores especially 
those varieties that billow in microscopic 
clouds or can be launched from bestial 
sporecaster organisms, 


‘The swarms of Hive Fleet Gorgon 
advance wreathed in rolling clouds 

of these devastatingly toxic spores. No 
rebreather or sealed compartment seems 
able to keep them out, and even a single 
ongful can see victims organs bloat and 
burst with self-replicating organisms 


even as their flesh sloughs from their 
bones. Sinister broods of Venomthropes 
drift amidst the murk, teatacles whipping, 
out to lash and strangle. They pump 

out ever more deadly gene pollutants to 
screen the Tyranid advance and choke 
the life from the foe. Toxicrenes and. 
Malanthropes lumber behind them, 
half-seen primordial terrors that surge 
from the veil of spores with lesser beasts 
scutting around them to crush and 
trample resistant prey. 


Every organism in the hive flet has 
within its body a toxin gland that 
contains semi-sentient spores, As battle 
progresses and more of Hive Fleet 
Gorgonis beasts taste the flesh of their 
foe, so these spores tailor themselves 

to the biological make-up of their prey 
For each new fragment of gene-data, a 
new effective adaptation is transmitted 
through the synaptic network. Soon 
enough the weapon-spores of Gorgon 
become biological anathema to the prey 
organisms they are fighting, rendering 
even the slightest scratch or skin contact 
utterly lethal. Should battle rage long 
enough for this to be the case, the foe 
will surely be overwhelmed, their armies 
melting away - often literally — in the 
face of the Tyranids' gruesome biological 
warfare. Such tactics have been observed 
not only to outpace and overcome the 
rapid technological advancement of 

the Tau, but aboard the plague hulk 
Vonirivorax they even undid the warp- 
saturated resilience of diseased Plague 
Marines. Most recently, as it pushes into 
systems claimed by the Imperium, Hive 
Fleet Gorgon has been seen striking 

at agri worlds, If initial Inquisitorial 
assessments of disasters such as that of 
the Pagrius Taint are correct, the resultant 
spore-tainted foodstuffs may already have 
been circulated far and wide through 
neighbouring Imperial systems with 
nightmarish results, 


HIVE FLEET 


JORMUNGANDR 


Hive Fleet Jormungandr, sometimes referred to as simply the Great Serpent, hunts in a most unusual fashion. Favouring 
subterranean movement and sudden, shocking assaults it stays out of sight and keeps its prey guessing. Many are the armed 
hosts that believed Hive Fleet Jormungandr defeated, shortly before they were swallowed up from below. 


From the first, an assault by Hive Fleet 
Jormungandris atypical for the Tyranid 
menace. Rather than surging toward their 
prey worlds, its hive ships hang back 

in the void and employ sinewy dorsal 
sling organisms to hurl chunks of space 
debris at them. Believing this tobe an 
attempt at conventional bombardment, 
prey species do all they can to intercept 
and blast apart the incoming projectiles. 
Yet only rarely do they realise their 
danger, for each projectile carries within 
ita living payload more deadly than 

any asteroidal impact, Even blasted into 
fragments, the chunks of debris streak 
down on trails of fire through the prey 
world’ atmosphere. Within, cococned 
in heat-resistant sheaths of living matter, 
lurk broods of Raveners, Mawlocsand 
Trygons. Each fragment that makes 
planetfall disgorges its deadly passengers 


to burrow deep into the planet’s bedrock 
and begin their campaign ofterror. 


Once Hive Fleet Jormungandr has 
successfully infested a world its 
organisms do all they can to rapidly 
increase their numbers. Slithering 
abominations the size of batle-tanks 
churn through the depths beneath the 
feet of their unsuspecting targets, Perhaps 
the prey receive some disquieting hints 
ofthe threat growing beneath their feet — 
outlying mine complexes fling suddenly 
silent, tectonic monitoring stations 
detecting strange spikes in deep-strata 
activity, catacomb complexes and deep- 
dugarmouries vanishing into mysterious 
chasms. Yet it is rare indeed that the pre 
will grasp their true peril, especially while 
fully engaged defending against ongoing 
attacks from the hive ships on high. 
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"Then come the subterranean swarms as 
the Great Serpent strikes. Tunnelling 
horrors explode from the depths to 
devour entire garrisons. Swarms burst 
from hidden tunnels like insects from 

a kicked hive. Towering fortification 
and refugee-packed population centres 
alike fall to sudden, ravenous attack from. 
below, and one by one the prey world’s 
lights go dark. 


Even should the defenders somehow 
see off this onslaught from above and 
below, the surviving warrior organisme 
simply go to ground in the deep places 
their foes cannot reach There they build 
their strength once agein, even as the 
unsuspecting prey declare a hard-won 
Victory and begin to rebuild. Soon 
enough, the serpent ries again, and 
again, and again, 
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HIVE FLEET 


KRONOS 


Faced with the sudden upsurge in daemonic incursions caused by the Great Rift, the Hive Mind has been forced to adapt. 
swiftly, Hive Fleet Kronos is an example of its newly refined strategy for doing battle with ethereal enemies that provide no 
biomass to replenish that expended in driving them back. 


"The swarms of Hive Fleet Kronos fight with unusual 
strategic caution. Their advance is preceded by a Shadow 

in the Warp vastly more powerful than that manifested 

by any other hive fleet, While some have observed this 
phenomenon to have å more restricted area of effect than 
the Shadow cast by most hive fleets, the trade-off is more 
than borne out by itsimpact. Kronos Shadow actively 
drains the life from psychically capable prey, syphoning 
their energies to fortify the swarm, leaving them as nothing 
but crumbling husks. Empyric manifestations falter and 
fade beneath the suffocating shroud. Eyewitness accounts 
have even sighted warp rifts shrinking before the hive 
fleets approach, and daemonic entities suffed like candle 
flames. Of course, all such statements have been suppressed 
by the Inquisition, for they deal with prescribed warp 
phenomena. Yet the fact of Hive Fleet Kronos contra- 
empyric powers remains. 


Once its swarms commit to battle, this hive fleet focuses 
om ranged warfare and commits to close assault only where 
victory is guaranteed, Is warrior organisms instinctively 
conserve biomass, while feeder-beasts concentrate on 
recycling all dead Tyranid matter as swifly and efficiently 
4s possible. More than one commander has been wrong- 
footed as their wellbraced static defences were blasted 
methodically apart by salvoes of bio-incendiaries, 

living artillery bombardments and pinpoint hails of 
diitinous shards. 


Hive Fleet Kronos enjoys a symbiotic relationship with the 
tendrils of Hive Fleet Leviathan, which have been observed 
predating but not devouring entire worlds worth of biomass 
Following behind the larger fleets, the swarms of Kronos 
replenish their might from these macabre larders before 
rejoining the fight against inimical warp incursions. In this 
‘way; Kronos tendrils have slowly worked their way along 
the fringes of the Great Rift, focusing on Chaos-corrupted 
systems with the potential to threaten the progress of other 
hive fleets. They lash out like the stinger of some monstrous 
beast before withdrawing to regather their strength. 


It might be tempting for prey races to believe Hive Fleet 
Kronos an unlikely ally in the fight against Chaos. Such 
hopes are soon dashed. Wherever possible, the swarms of 
Kronos pick off vulnerable prey worlds, consuming biomass 
with ravenous ferocity to fuel their ongoing fight against 
their true enemies. Moreover, this hive lets swarms have 
been observed targeting psychic prey, be that Asuryani 
crafiworlds, sorcerous heretic cults or Human systems in the 
grip of mass psychic mutation. Whether this is an attempt 
to absorb more psyker biomass or to eliminate potential 
conduits for daemonic incursion is unclear but with the 
energies of the Great Rift accelerating the psychic potential 
of almost every racein the galaxy, it is a disturbing and 
dangerous new precedent. 


HIVE FLEET 


HYDRA 


At first glance, Hive Fleet Hydra presents as amongst the smaller and less perilous of its kind. This impression 
is only reinforced by its hive ships seeming contentment to lurk in the wake of larger swarms and feed on their 
scraps. It is only when Hydra surges suddenly forward to attack that the illusion is shattered. 


Hive Fleet Hydra has only recently arrived in the galaxy: By following routes already taken by larger, 
slower tendrils of other hive fletsit has made alarming speed toward the galactic core, In order 
to maintain their reserves of biomass, Hydra hive ships scavenge mercilessly, devouring the 
shattered remnants of splinter flees and defeated tendrils as readily as more conventional prey 
species. Its invasion swarms also descend upon planets that have only recently withstood the 
onslaught of other hive fleets, finishing off these weakened prey worlds and devouring their 
despairing defenders, 


Magos Xenobiologis Echros Van-Zendrech has studied Hive Fleet Hydra advance 
into the galaxy, after first watching from a safe distance as its swarms consamed 
the mining world of Korstock. Advanced stealth shrines on th 
ship have allowed him to trail his monstrous quarry whil 
hidden - thus far at least - from the hive ships senses. Van-Zen 
has made and transmitted copious notes on the su 
extrapolating its unusual tactics from his observations, 
for the Imperium that this is the cases wł 
Hydra unleash their true fury, it is rare indeed 
to recount their experiences. 


Van-Zendrech has established that the hive ships of E 
retain enormous reserves of biomass. They seem able to 
deploy it with tremendous speed, awakening or spaw 
huge swarms in a terrifyingly short time span. Moreover, 
thanks to its rapacious consumption of other splinter 
fleets’ remnanis, Hive Fleet Hydra appears to have 
absorbed the sense-memories of many defeated 
predecessors and learnt swiftly from them. From 

a compact core, Hydra can thus spawn sudden, 
enormous invasion swarms and vast masses of 

defensive void organisms at need, all of which 

possess instincts honed through the deaths of all 

those they have predated, 


Hive Fleet Hydra insidious threat-response 
reflex does not end there. During the early 

stages of planetary invasion, its hive ships 

seed the upper atmosphere of the prey world ( 
with vast shoals of Tyrannoeytes within which ) 
slumber broods of warrior organisms. When 

bioforms fighting on the surface meet stiff 
resistance, they send out pulses through the 
synaptic network as they die. These signals. 
trigger the floating Tyrannocytes, which plunge 
groundward bearing their monstrous cargo 

to the spot where their fellows were slain. 

"Thus, in slaying one brood of warrior 
‘organisms, prey soon find themselves 
facing thrice that number of 

foes, then countless more 

again. Soon enough, even 
the mightiest defences 
are overrun by the 
might of Hive Fleet 
Hydras seemingly 
endless swarms 


HIVE FLEET 
TIAMET 


Hive Fleet Tiamet is heavily adapted for defensive warfare. This alone has been enough to draw puzzled and alarmed scrutiny 
from many prey races, for the fleet behaviour seems atypical of the usual, never-ending predatory onslaught, The more that 
groups like Humanity's Ordo Xenos or the seers of Craftworld Iyanden learn of Tiamet, the deeper grows their dread. 


Only recently have the prey races of the 
galaxy begun to suspect the true threat 
posed by Hive Fleet Tiamet. At least 
one faction within the Ordo Xenos has 
come to believe that Tiamet’s vanguard 
‘organisms may have been present in the 
galaxy from as early as M35 and that 
‘working slowly and stealthily — these 
‘Tyranids have been labouring to fashion 
some dreadful bioconstruct ever since, 


Unlike those of other hive fleets, the 
tendrils of Tiamet have remained 
concentrated within one region of space. 
They coil about the Tiamet System 

that gave their hive fleet its Imperial 
‘designation. Until recently, they have 
seemed almost dormant, content to. 
slither out and snatch away unlucky 
‘convoys of merchant craft or overrun 
Worlds possessed of no sentient life 


‘The only time prey species have truly 
suffered Tiamet’s wrath has been when 
their forces have attempted to investigate 
or purge the hive fleets swarms. At 

such times they have found themselves 
facing tremendously resilient warrior 
organisms, whose chitinous armour is 
diamond hard and whose flesh regrows 
as rapidly as attackers can wound it. 
Tiamets swarms fight in overlapping 
waves, each bulwark capable of soaking 
up tremendous punishment and 

bogging down the prey long enough for 
encircling broods to close about them 
like a monstrous claw snapping shut. 


So costly have assaults against Hive Fleet 
‘Tiamet proven that - in a galaxy replete 

with more active invading threats they 
have been infrequent and hard to justify: 
‘Only now, as the hive fleets tendrils 
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multiply and push aggressively outward, 
does the folly of such inactivity become 
clear. Tales abound of a Genestealer 
Cult calling itself the Choir of the Void, 
whose adherents have arisen on many 
worlds only to take ship en masse once 
their uprisings have succeeded. The 
Choir leave abandoned worlds in their 
wake, sailing unmolested into the heart 
of Tiamet territory and bringing great 
feasts of biomass to their supposed 
deities. Meanwhile, records resurface of 
a terrible biostructure upon the world 
of Ziaphoria in the Tamet System. As 
more and more psykers complain of 

a building psychic scream emanating 
from that world, those in power begin 
to ask what fell purpose the Tyranids' 
biostructure might serve, and what 
nightmare may befall the galaxy should 
itreaeh completion 


shrieks to rend and tear. 


Imperial xenobiologists and scholars of alien 
apoerypha have theorised that Hive Fleet 
Ouroboris may be the most ancient of its kind. 
Some point to historical accounts drawn from 
dust-drowned archives and origirally penned by 
inal Miriamulus the Elder. Miriamulus tells 


of winged xenos horrors ‘aflame with infernal 
ague that descended upon the worlds around 
‘Thracian Primaris. The Cardinal accounts 
detail the xenos stripping all life from the worlds 
they invaded, while subsequent investigations 

by Inquisitoril teams have noted distinctive 
bio-plasmic scarring upon relics surviving from 
the war to defeat this rapacious threat 


Other savants more versed in the biologian 
arts cite the primitive nature of Hive Fleet 
Ouroboris organisms as an indicator of its 
antiquity. Organic samples recovered from 
battles against this hive fleet appear almost 
primordial in their rugged simplicity especially 
when compared to the more refined biomorphs 
of ive fleets such as Leviathan or Kronos. 


Far from being a weakness of Hive Fleet 
Ouroborts, however, the horrified accounts of 
those who have battled its swarms reveal this 
simplicity to be a strength. Strategies refined 
during the Tyrannic Wars prove ineffectual 
against Ouroboris warrior organisms. Armies 
expecting to exploit anatomical weak spots, 
carefully documented instinctive behaviours or 
vulnerabilities to tailored gene toxins, discover 
too late that these Tyranids do not possess them. 
Lessons learnt over centuries of warfare against 
the Tyranid menace must be hastily discarded. 

in favour of far more basic and bloody-minded 
defensive tactics. It is a realisation that comes to 
many prey worlds too late to be ofaid. 


Even those who do grasp swiftly how to combat 
Hive Fleet Ouroboris face a daunting and 
nightmarish fight for survival. Itsinvasion 
swarms favour airborne organisms, filing 

the prey worlds skies with teeming billions 

of Gargoyles interspersed with descending 
spore clouds. Larger shapes cut through these 


HIVE FLEET 


OUROBORIS 


"Ihe swarms of Hive Fleet Ouroboris bring death on dark wings. Striking swiftly and in great 
numbers, their warrior organisms fill the skies of the prey world and descend with piercing 


living thunderheads, vast aerial monstrosities 
ploughing through the screeching masses like 
deep sea leviathans scattering shoals of fs. 


So thick do the flying organisms swarm that 
they blot out the daylight, plummeting to attack 
in the unnatural twilight cast by their leathery 
wings, the eerie glow that surrounds their 
bio-weapons the only light, Their onslaught 
comes with shocking speed and - wherever 
possible - Ouroboris organisms strike at 
command posts and any prey they identify as 
being military or spiritual leaders. Masses of 
chittering, clawing, flapping monsters topple 
vox masts with their sheer weight, wash out 
auspex screens in a blizzard of amorphous 
contacts and pluck messengers screaming into 
the air to be torn apart 


In this way, Ourobors laws out the eyes 
ofits prey, blinding them strategically on a 
planetwide scale and plunging the defenders 
into ignorance and panic. Dragged down to the 
same primitive level as the monsters attecking 
them from on high, knots of frightened 
soldiery huddle together for protection. They 
cower in subterranean boltholes, staying within 
the dwindling circles of their light sources and 
crackling fires, and praying to their deities for 
salvation. All that comes in answer are fresh 
waves of Tyranid ground troops and hidden 
horrors that systematically hunt down erery 
lest hidden prey enclave, flushing them onto 
the surface where - at the last desperate end 

- the sky swarms descend upon them with 
exultant shrieks. 


Only one prey species in the galaxy remains 
consistently unfazed by Hive Fleet Ourcboris, 
Most Orks care little for strategy, and wouldn't 
recognise global coordination if it grew fangs 
and bit them. As such, greenskin warbands 
welcome the onslaught of the skyborne swarms 
of Hive Fleet Ouroboris with the same glee 
they would any othe: good fight. More than 
happy to fight war on a crude and primitive 
level, the Orks have defeated Ouroboris 
swarms on more than one occasion. 
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T4 


PREDATORY 
PANOPLY 


Tyranid invasion swarms pour across the landscape in an 
organic tide whose nightmarish aspect is unlike anything else 
seen on the battlefields of the 41st Millennium. No glint of 

metal or spark of motive power is to be seen amongst them. 
Instead, all is rippling chitin, dripping innards and twisted, 
alien flesh. 


Tn one aspect alone do the swarms of the Tyranids mirror the 
more conventional armies upon which they prey; each hive fleet 
has ts own unifying colour scheme by which its organisms are 
instantly recognisable. Yet these predatory hues owe nothing to 
regimentation or martial organisation. What use has the gestalt 
of the Hive Mind for distinguishing markings when its warrior 
organisms understand one another's place in the swarm on a 
deep and instinctive level? Instead those colours manifest as 
‘another psychological weapon, a visual language of menace that 
fills prey organisms with terror. The utter, faceless unity of the 
‘Tyranids bespeaks their singular purpose and reflects their nature 
as living weapons. It also helps the swarm to resemble a single 
‘monstrous organism that surges across the battlefield to overrun 
the prey with its seemingly numberless hordes. Gruesome 
biological flourishes are also much in evidence throughout the 
‘Tyranide swarms. Ichor, venom and acid drips from maws and 
talons. Vividly coloured organs and lurid mouthparts pulsate 
nauseatingly. Glassy black eyes stare with mindless hunger from 
beneath glinting ridges of bone. Everything about the Tyranids 
appearance and colouration promises the prey a fight they cannot 
vin against an utterly alien horde of apex predators. 


Hive Fleet Colours 
Each hive fleet exhibits ts own 
colours Typically there willbe two 

or three main hues: the creatures’ 
flesh tone, that oftheir chitinous 
plates and a third organic shade 
contrasting these Though ali the 
‘swarms ofa particular hive fleet 

vil display the same combination 
of colours, indivisa! splinters or 
swarms have been observed to apply 
these differently. Moreover, some Termagantof Hive Fleet Leviathan Termagant of Hive Fleet Kraken 
Tara organisms display a range of 

patternation or markings the purpose 
af which remains unknown. 


Hormagaunt of Hive Fleet Hydra Hormagaunt of Hive Fleet Behemoth 
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Hormagaunt of Hive Fleet Ouroboris 


Gargoyle of Hive Feet Gorgon Hormagaunt of Hive Fleet Jornungandr Temagant of Hive FleetTiamer 
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Hive Fleet Leviathan Hive Tyrant with 
heavy venom cannon, ash whip and monstrous bonesword 


Hive Fleet Leviathan Exocrine 


Thresher scythe 


Camifex Variants 

The Camiexbioormis amongst the most 

mutable of al Tyan warrior organisms. 

i itis a creature hat can be adapted for 

| near infinie purpose, be ha organic fre 
Support, siege-breaking, hunting down 

cite pray organisms, seything through 

massed rank and fie, tankchunting or 

t countess other oles. 


THE RULES 


Welcome to the rules section of Codex: Tpranids. On the 
following pages you will ind all the rules content you need to 
bring every aspect of the Tyranids hive fleets to life on your 
tabletop battlefields. Maybe you're inspired to dive straight into 
some open play games, maybe you want to shape your own 
tales of glory and infamy with narrative play, or perhaps you 
can't wait to pt yourself against your opponents in nail-biting 
matched play contests, Whichever appeals to you — even if its a 
bit ofall three- this section of your Codex provides a modular 
toolbox that allows you to get the most out of your collection, 


Of course, there’ no need to take it all in at once! Some of 
the content on the following pages - things like your army's 
datasheets and the rules for its weapons - will be useful no 
matter what kind of game you're playing. Others, such as your 
army Stratagems, Warlord Traits and Relics, will become 
relevant once yon start playing games with Battle-forged 
armies. Then theres content like Adaptive Physiologies that 
allow you to customise particular models to fight the enemy 
before you. You can include such new elements at your own 
pace; whether you're a brand new hobbyist playing your first 
few games or å veteran general ready to cause carnage, theres 
plenty here to provide you with countless hours of fresh and 
exciting gameplay, 


On top of this, the Tyranids are the only faction in 
Warhammer 40,000 with access to the Synaptic 
Imperative and Synaptic Link rules, through 
which you can adapt and overcome your foes 

1 using the powers of the Hive Mind. You will 
find everything you need on the following, 
pages to include these rules in your games of 
Warhammer 40,000, not to mention bespoke 
content for your Tyranids force, including a 
system allowing you to devour the worlds of 

the galaxy one by one! 
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i BATTLE-FORGED RULES CRUSADE RULES 


DETACHMENT ABILITIES (PG 51) CRUSADE (PG 74-85) 

‘Units in Tyranids Detachments gain additional abilities to better Tyranids have access to a kost of additional rules that 

reflect how their armies operate together and wage war on the — your Crusade experience and further personalise your Gr 

battlefield. You can find out more about Detachment abilities force. These include bespoke Agendas, Requisitions, Battle. 

in the Batte-forged Armies section of the Warhammer 40,000 Traits and Crusade Relies that reflect the rich background of 

Core Book ‘Tyranids armies. Amongst the rules presented in this section are 
those that allow you to devour one world after another as you 

STRATAGEMS (PG 62-65) progress along your crusade, adding the planets’ biomass to that 

yraniós armies have access to unique battlefield strategies and — of your hive fleet 

tactics that they can utilise to best their foes in any theatre of 

war; these are represented by the Stratagems in this section, DATASHEETS 

which you can spend Command points to use in your games. 


You can find out more about Stratagems and Command points 


in the Warhammer 40,000 Core Book, DATASHEETS (PG 86-121) 

"This section is essential to all Tyranids players, regardless of 
ADAPTIVE PHYSIOLOGIES (PG 66-67) preferred play style, containing as it does the datasheets for 
Monster models in your Tyranids army can be upgraded to gain — Tyranids units. Each datasheet describes, among other things, 
new abilities using these Adaptive Physiologies. These make — the profiles of its models, the wargear they can be equipped 
these already fearsome beasts true errors of the battlefeld, ‘with and the abilities they have. You can find out more about 


datasheets in the Warhammer 40,000 Core Book. 
WARLORD TRAITS (PG 68) 


presented in this section. These help to personalise theleader WARGEAR 
of your force and better reflect their individual combat prowess 


and command style on the battlefield, WEAPON PROFILES [PG 122-123) 
‘This section provides an alphabetised list of all the weapons that 


Tyranids units can be equipped with, and should be used in 
ARMYRULES conjonction with te Datateets scion 
If your army includes any Psykers, they can be given additional POINTS 
psychic powers from the Hive Mind discipline. This represents 
the different arcane lore and particular talents of each individual POINTS VALUES (PG 124-125) 


Poyker You can find out more about psychic powers in the Ifyou are playing a game that uses points values, you can use 
Warhammer 40,000 Core Book. the alphabetised lists in this section to determine the cost of 

sach unit from your army: These values will be reviewed and. 
RELICS (PG 20-71) updated annually. 


Tyranids characters can take powerful weaponry and biamorphs 
called Relics into battle; these Relics and the rulestheybestoware POSE a 


described in this section. 

ATCHEDIREATIRUBES In this section you will find a glossary of rules terms usedinthis 7 
Codex. This is intended to work alongside the glossary found 

CHAPTER APPROVED RULES (PG 72) in the Warhammer 40,000 Core Book, and aid in resolving an 

If you are playing a battle that instructs you to select secondary — complex rules interactions that may arise. 

‘objectives, then you will be able to choose from the Tyranids 

‘ones printed here that represent tactical goals unique te their REFERENCE (PG 127) 

armies. You can find out more about selecting secondary Here you will ind a handy bullet-pointed rules reference that 

objectives in many matched play mission packs, including the summarises some common Tyranids rules. 

Eternal War mission pack found in the Warhammer 40000 

‘Core Book: 


GLOSSARY (PG 126) 


i 


COMBAT PATROL 


Combat Patrol is the smallest size game, 
and the Tyranids force below is a great 
way to start - regardless of whether 

you want to play an open play game, 
forge a narrative with a Crusade army, 

or compete in a matched play mission- 
Created from the contents of the Tyranids 
Combat Patrol boxed set, this force can 
be used in a Batle-forged army, and in 
itself comprisesa Patrol Detachment, 

as described in the Warhammer 40000 
Core Book. 


The Termagants are a reliable unit 
that, as part ofa Battle-forged army, 
gain the Objective Secured ability (see 
the Warhammer 40,000 Core Book), 
making them ideally suited to holding 
battlefield objectives, Their powerfal 
fleshborers, while short in range, allow 
them to shoot while still advancing and 
can punch through even the hardiest 
of enemy infantry models In addition, 
their plentiful number makes them ideal 


to overwhelm your opponent in bodies, 
restricting their ability to move around 
the table as the tendrils of your hive fleet 
dose in around them, 


‘The Tyranid Warriors, meanwhile, 
provide the muscle to back up the 
‘Termagants, Their tough, durable bodies 
allow them to weather the enemy’ 
attacks and keep on fighting. In combat, 
they can be kitted out with the powerful 
boneswords to cut their way through 
‘enemy armour or with scything talons 
to slice and dice the opponent’ forces 
to pieces, They can also be equipped 
with a wide variety of ranged weaponry, 
including the eviscerating barbed 
strangler or the truly devastating venom 
cannon. Finally, the Tyranid Warriors 
provide one of the two sources of the 
Synapse rale in the box, making them. 
able to actas linchpins for the other 
bioforms around them. 


"Ihe Ripper Swarms comprise a small, 
aggressive element to the force, Able to 
deploy beneath the ground, they can pop 
‘up deep in your opponents lines and are 
particularly dificult to shoot at when 
hidden amongst cover. 


‘The Hive Tyrant is a powerful anchor 
for the whole army, able to be a source 
of Synapse, manifest psychic powers, 
improve the efficacy of your other 

units through its Will ofthe Hive Mind 
ability and destroy enemy units on 

its own through powerful ranged and. 
melee equipment; itis a true force to be 
reckoned with. 


DETACHMENT ABILITIES 


Å Hive Tenorit Detachment is one that only includes models 
with the Hive Tenonıt keyword (excluding models with the 
UNALIGNED keyword). 


+ Hive TenoRit Detachments gain the Rare Organisms ability. 

+ Hive Tenori units in Hive Tenori Detachments gain the Hive 
Fleet Adaptations ability 

+ Troops units in Hive TenoRit Detachments gain the Objective 
Secured ability (this ability is described in the Warhammer 
40,000 Core Book). 


RARE ORGANISMS 


Some warrior organisms are seen comparat 
Hive Tyrants are seeded amongst the s 
synaptic nodes so only a single suck organism will be observed 
commanding each swarm. 


ely rarely 
arms as centralised 


You can include a maximum of ore Hive Tyrant model in each 
Hive Tenori Detachment in your army 


HIVE FLEET ADAPTATIONS 


Each hive fleet has its own adaptations suited to the enemies that 
it will face. 


If every unit from your army (excluding Hive Tenori LIVING 
AnıLLERY and UNALIGNED units) is from the same hive let, all 
Hive TENDRIL units with this ability and all the modelsin them, 
gain a Hive Fleet Adaptation, The Hive Fleet Adaptation gained 
depends upon which hive fleet they are fram. 


If your hive let does not have an associated Hive Fleet 
Adaptation, you must instead create a new Hive Fleet 
Adaptation for them, as described on pages 60-61. This allows 
you to customise the rules for your hive eet to best represent 
their fighting style. In either case, write down all of your 
Detachments Hive Fleet Adaptations on your 


Example: A Bsuemora unit with the Hive Fleet Adap 
ability gains the Hyper-aggression adaptation (pg 


HYPER-ADAPTATIONS 
Each Hive Fleet Adaptation also has an Adaptive element to 
it, which can be swapped out for another rule at the start of 
the battle, after determining who has the first turn. There are 
multiple alternative rules that this Adaptive element can be 
swapped out for, and each hive fleets Hyper-adaptations rule 
will specify which ones are available to you. 


Example: Johns army contains only BEMEMOTH units, which 
have the Hyper-aggression adaptation (pg 53). At the start 

of the batte, he decides to use the Hyper-adapiations rule to 
change the Adaptive element of his models adaptation. The 
Hyper-adapiations rule for Hive FLEET BEHEMOTH states that he 
can sdect either a Hunt or Lurk Biomorphology from page 61 
to replace it with. He selects Unfeeling Resilience from the Lurk 
Biomorphologies and so. for that battle, his BEMEMOTH units" 
adaptation becomes: 


+ Each time a unit with this adaptation fights, if it made a charge 
move, was charged, or performed a Heroic Intervention this 
tu, then until hat fight is resolved, add 1 o the Strength 
characteristic of models in that unit 

+ Models with this adaptation whose characteristics can change 
as they suffer damage are considered to have double the 
number of wounds remaining for the purposes of determining 
what those characteristics are 


SPORE SEEDING 

+ LIVING ARTILLERY units can be included in a Hive TenDRIL 
Detachment without preventing other units in that 
Detachment from gaining a Hive Fleet Adaptation. 

+ LIVING ARTILLERY units never g 
Fleet Adaptation. 

+ LIVING ARTILLERY units can be included in your arm; 

friendly HIVE TENDRIL units 


without preventing: 


> i 


* HIVE FLEETS 


Four army is Battle-forged, Hive Fieer> uni 


in Have Tenonı Detachments gain access to the following hive fleet rules, 


provided every <Hive FLeer> unit in your army is from the same hive fleet. every <HIVE FLEET> unit in a HIVE TENDRIL 
Detachment is from the same hive flet, that Detachmentis referred to as a Hive Fleet Detachment. 


HIVE FLEET ADAPTATIONS 


All cHive Fueer> units with this abi a Hive Fleet 
aiio. The adaptation gained dependa om which hive Men 
they are from, as shown on the following pages. 


WARLORD TRAITS 


Each hive fleet hasan associated Hive Fleet Warlord Trait. Ifa 
Hive TENDRIL cHive FLeer> CHARACTER model gains a Warlord 
Trait, they can have the relevant Hive Fleet Warlord Trait 
instead of a Warlord Trait from page 6%, 


PSYCHIC POWERS 


Each hive leet has an associated Hive Fleet psychic power, HIVE 
TeNDMIL PSYKER units in Hive Fleet Detachments (excluding 
Auxiliary Support. Super-heavy Auxiliary or Fortification 
‘Network Detachments) know the relevant Hive Fleet psychic 
power in addition to any other psychic powers they know. 


Example: A Battle forged army includes a ive Tenomu. 
Detachment in which every unit has the KRAKEN keyword. A 
Character model in that Detachment that is given a Warlord 
Trait can instead be given the One Step Ahead Warlord Trait. 
Psvker units in that Detachment will know the Synaptic Lure 
psychic power in addition to any others they know. You also have 
acces to the Opportunistic Advance Stratagem and can spend. 
CPs to use it, and ifthe army's WARLOAD is selected from this 
Detachment, then å KRAKEN CHARACTER model from your army 
that could be given a Bio-artefact Relic can instead be given 
Chameleonic Mutation. 


BIO-ARTEFACT RELICS 


Each hive fleet has an associated Hive Fleet Bio-artefact Relic, 
If your army is led by a Hive Tenonıt <HivE FLEET> CHARACTER 
WARLORD, you can give the relevant Hive Fleet Bio-artefact Relic 

Ive TENDRIL <HIVE FLEET? CHARACTER model from your 
army instead of giving them a Bio-artefact Relic from pages 
70-71, Named characters (such as THE SWARMLORO) cannot be 
given a Hive Fleet Bio-artefact Relic. 


Note some Relics replace one of the model existing items of 
wargear. Where this is the case, you must, if you are using points 
values, still pay the cost of the wargear that is being replaced. 
Write down any Bio-artefact Relics your models have on your 
army roster, 


STRATAGEMS 


Each hive fleet has an associated Hive Fleet Stratagem. If your 
army includes a Hive Fleet Detachment (excluding Auxiliary 
Support, Super-heavy Auxiliary or Fortification Network 
Detachments) then you will gain access to the relevant Hive 
Fleet Stratagem. 


HIVE FLEETS 
BEHEMOTH 


The swarms of Hive Fleet Behemoth rampage into their prey in a stampede of hulking musele, crushing chitin and trampling hooves. 
‘They embody the most unsubtle aspects of predatory aggression and uncontrollable hunger. What they lack in subtlety and cunning, 
however, they more than make up for indomitable resilience and overwhelming ferocity 


HIVE FLEET ADAPTATION: HYPER-AGGRESSION 
There is nothing of subtlety or of stealth to the swarms of Hive 
Fleet Behemoth, just a headlong onslaught that crushes all in 
their path 


+ Each time aunit with this adaptation fights, if it made 
a charge move, was charged, or performed a Heroic 
Intervention this turn, then until that fight is resolved, add 1 
to the Strength characteristic of models in that unit 

Adaptive 

You can re-roll charge rolls made for units from your army with 

this adaptation. 

Hyper-adaptation 

You can swap this hive fleets Adaptive rule for one ofthe 


[HuntBiomorphologies or urk Biomorphologies on page 61. 


WARLORD TRAIT: MONSTROUS HUNGER 

This warlord embodies the Hive Minds eternal hunger, tearing 
great chunks out ofits victims in a feeding frenzy, or even 
swallowing them whole 


Each time this WantoRp makes a melee attack, an unmodified 
‘wound roll of 6 inflicts I mortal wound on the target in addition 
to any normal damage. 


PSYCHIC POWER: UNSTOPPABLE ONSLAUGHT 

A surge of mindless aggression flows through Hive Fleet Behemoth, 
driving them forward in a tidal wave of snapping jaws and 
lashing talons. 


Blessing: Unstoppable Onslaught bas a warp charge value of 7. If 
manifested, select one friendly BEKEMOTH unit within Synaptic 
Link range of this Pswxe, Until the start of your next turn, each 
time a model in that unit makes a melee attack, add 1 to that 
attacks wound roll. 


BIO-ARTEFACT RELIC: 

MONSTROUS MUSCULATURE 

Occasionally, a Hive Fleet Behemoth warrior organism will 
epitomise its hive fleets name by growing to colosal and 


appalingly powerful proportions. 
Add 1 to the Damage characteristic of melee weapons the bearer 
is equipped with. 


UNPARALLELED FEROCITY 
Behemoth - Battle Tactic Stratagem 


P/2CP. 


So single-minded is the aggression with which he beasts of Hive 
Flet Behemoth fight that even death does not immediately halt 
their brutal rampage. 


Use this Stratagem in the Fight phase, when a BEHEMOTH 
INFANTRY unit (excluding CHARACTER units) from your army that 
has not fought this phase is selected as the target ofa melee 
attack. Until the attacking models unit has finished making its 
attacks, each time a model in that BENEMOTH unit is destroyed, 
instead of using any rules that are triggered when that model 

is destroyed, do not remove the destroyed model from play —it 
can, afer the attacking models unit has finished making its 
attacks, attack as if its unit had been selected to fight. After 
resolving these attacks, the destroyed model is then removed. 
If that BEHEMOTH INFANTRY unit has the ENDLESS MULTITUDE 
keyword, this Stratagem costs ICP; otherwise, it costs 2CP. 


We went in by boarding torpedo. Our 
mácion wat fo extract Magos Engh before 
He foremost swarms overran gnari 
Baton. Once we had bith extraction wat 
2 flight of T nae leno writing on the 
Sector I platforms L ve fongt? Trani 
Fare, we al bad, but Fem never een Ham 
wove with such Ungje-minded ferocity. 
Tey fore throngh every feles and. 
barricade in the path at though Heg 
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~ c Brother Amadeo ofthe 
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HIVE FLEETS 
KRAKEN 


To do battle with the swarms of Hive Fleet Kraken is to pit oneself against a dy predatory gestalt whose every instinct and action is 
calculated towards outmanoeuvring and encircling its prey. The Kraken’s broods spring from unexpected quarters. They surge through 
the slightest gap in their enemies defences, and exploit even the smallest weakness with rapacious savagery. 


HIVE FLEETADAPTATION: QUESTING TENDRILS 
Kraken harries and unbalances its foes with lightning-fast flanking 
attacks, before encircling them for the final, bloody slaughter 


+ Each time a unit with this adaptation fights, ifit made a 
charge move this turn, then until that fight is resolved, each 
time a model in this unit makes an attack, improve the 
Armour Penetration characteristic ofthat attack by 1. 


Adaptive 

Each time a unit with this adaptation Advances, if itis not 
affected by the Opportunistic Advance Stratagem (see opposite) 
or the Bounding Advance Stratagem (pg 64), do not make an 
Advance rol. Instead, until the end of the phase, add D3+3" to 
the Move characteristic of models in that unit 


Hyper-adaptation 
Yon can swap this hive fleets Adaptive rule for one ofthe 


EA or EEE on page 61. 
WARLORD TRAIT: ONE STEP AHEAD 


This warlord’ foresight allows it to see the prey' next move. 


Each time your opponent uses a Stratagem, if this WARLORD is on. 
the battlefield, roll one Dé: on a 54, you gain I Command point. 


PSYCHIC POWER: SYNAPTIC LURE 
A psychic lure is placed on a threat; the marked prey is doomed. 


Malediction: Synaptic Lure has a warp charge value of3. If 
manifested, select one enemy unit within Synaptic Link range of 
this Psvxer or one enemy unit within 18" of this PSYKER. Until 
the start of your next Psychic phase, each time a friendly KRAKEN 
unit declares a charge, if that enemy unit is one of the targets of 
that charge, you can re-roll the charge roll. 


BIO-ARTEFACT RELIC: CHAMELEONIC MUTATION 
Subdermal crystals in this carapace capture and redirect light. 
Each time an attack is made against the bearer: 


+ Subtract 1 from that attacks hit roll 
+ Thehit roll cannot be re-rolled, 


OPPORTUNISTIC ADVANCE 
Kraken - Battle Tactic Stratagem 


Before the prey can react, Kraken swarms are already 
amongst them. 


Use this Stratagem in your Movement phase, when a KRAKEN unit 
from your army is selected to move. Until the end of the turn: 


+ Each time that unit Advances, do not make an Advance 
roll Instead, until the end of the phase, add 8" to the Move 
characteristic of models in that unit (note that a unit cannot 
be affected by both this Stratagem and the Bounding Advance 
Stratagem, page 64, in the same phase). 
Models in that unit do not suffer the penalty to hit rolls 
incurred for firing Assault weapons in the same turn that their 
unit has Advanced, 


Notte in Hie galasy batt a platoon of Capachan Jungle Pigfhters iv He deep green. That 
wat Lene Then agate, I alo thought vette eing could make JP roug Hat ravine on 
cur right fl. Boked with ore Orkwnare, Hate darn ptf things big as av Oyrgns 
Feat... They came through there af ta same, AB don) ono bow. Threne-damned it just 
Junto out like pypenuape from a burrow. Cugnamowweren am ostfongpt in the deep. green ly 
Ws sanos animal Sif take that shame to my grave. 


= Captain Vance Stryker, Catachan 86th 'Gladestalkers', court-martial testimonial 


LEVIATHAN 


Pouring up through the galactic plene. the swarms of Hive Fleet Le 


viathan strike at their prey from one end of the galaxy to the other. 


Honed by the trial-and-error carnage wrought by the hive fleets that came before them, these are the most artfully adapted predators yet 
to be unleashed by the Hive Mind. They are death inescapable, and their number is legion. 


HIVE FLEET ADAPTATION: SYNAPTIC CONTROL 
Leviatharis synaptic network is so strong that even the mangled 
remains of mortally wounded beasts can be compelled to fight on. 


+ Each time an attack is made against a Synapse unit with this 
adaptation, an unmodified wound roll of 1-3 always fails, 

irrespective of any abilities thatthe weapon or the attacker 
may have. 
Each time an attack is made against a unit with this 
adaptation (excluding Svnarse units, if that unit is within 
Synaptic Link range of any friendly Levaran Sruase units, 
an unmodifed wound roll of 1:2 always fails, irrespective of 
Any abilities that the weapon orthe attacker may have. 
Adaptive 

h time a unit with this adaptation is selected to shoot 
or fight, you can re-roll one hit roll when resolving that 
units attacks, 


Hyper-adaptation 
You can swap this hive fleets Adaptive rule for one ofthe 


AAA or Bionorphologies page 6. 
WARLORD TRAIT: PERFECTLY ADAPTED 


This warlord was created for one purpose - to completely eradicate 
the defenders of the target prey word. 


Once per battle round, you can re-roll one of the following 
rolls made for this WARLORD: hit roll wound roll; damage roll 
Advance roll; charge roll Psychic tes; saving throw. 


PSYCHIC POWER: HIVE NEXUS 

The Five Mind funnels Leviathan sophisticated synaptic network 
through its conduits, enforcing its gestalt will among the hive fleet's 
lesser organisms. 


Blessing: Hive Nexus hasa warp charge value of 7. If manifested, 
select one friendly Leviaman unit within Synaptic Link range 

of this Poren and select one Synaptic Imperative ability ofa. 
friendly Leviarnan Synapse model that is also within Synaptic 
Link range of this PSYKER. Until the start of your next turn, that 
unit benefits from that SmaPse models Synaptic Imperative 
ability as if it was active for your army (in addition to the one 
that is currently active for your army) and asif they were within 
6" of one another. 


BIO-ARTEFACT RELIC: PRECEPTIC NODE 


Synaptic echoes of former organisms and previous battles flow 
from this encephalitie biomorph, imbuing the host creature 
with instinctive foreknowledge of the enemy’ attack patterns 
and strategies 


In the Reinforcements step of your opponents Movement 
phase, each time an enemy unit is set up as Reinforcements 
within 18° of the bearer, you can select one friendly Leviarnan 
CORE OF LEVIATHAN CHARACTER unit Within 6" of the bearer. 

IF you do so, that friendly unit can shoot as if it were your 
Shooting phase, but its models can only target that enemy 
Reinforcements unit. Å unit cannot be selected to fire more 
than once per phase asa result of this Relic. 


COMBINED ASSAULT P, 


Leviathan - Battle Tactic Stratagem 


The broods of Hive Fleet Leviathan hunt as one, exhibiting eerie 
Precision in their strikes, 


Use this Stratagem in the Fight phase. Select one enemy unit 
within Engagement Range of two or more Lerianan units from 
your army. Until the end ofthe phase, each time a LEVIATHAN 
mode makes a melee attack against that enemy unit, improve 
the Armour Penetration characteristic of that attack by 1. 
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HIVE FLEETS 
GORGON 


Hive Fleet Gorgon wears down its prey through the use of adaptive hypertoxins, weaponised spore clouds, and corrosive poisons of 
the most gruesome sorts imaginable. ts broods scuttle halfseen toward the foe, wreathed in a rolling miasma of inimical Tyranid 
microorganisms that can reduce even the mightiest warriors and war engines to bubbling slicks of lesh-and-metal sludge, 


HIVE FLEET ADAPTATION: ADAPTIVE TOXINS 


‘The toxins produced by Hive Fleet Gorgon’ swarm-creatures 


adapt with terrifying speed to any prey, swiftly rendering even the 


most glancing of blows or skin contact potentially lethal. 


against a unit (excluding Vemreue or Tranic units), an 
unmodified wound roll of 4+ is always successful 


Adaptive 

Each time aunit with this adaptation is selected to shoot or 
fight, you can re-roll one wound roll when resolving that 
units attacks, 
Hyper-adaptation 

You can swap this hive fec Adaptive rule for one of the 


[Feed BiomorpholagiesfadLurk Biomorphologies REPE MN 
WARLORD TRAIT: LETHAL MIASMA 


The air around the warlord churns with microscopic spores that 
invade the bodies of its foes, devouring them from the inside. 


At the start of the Fight phase, roll one D6 for each enemy 
unit within 3" ofthis WanLoro: on a 2-5, that enemy unit 
suffers 1 mortal wound; on a 6, that enemy unit suffers D3 
mortal wounds, 


+ Each time an attack is made by a model with this adaptation 


Coupes scholars spend hours den debate etr the nature avd intent of the Tgravtd menace. Some 
| emonget them dalm Hat ob Ha ifornal servant of the Dark Gods or Ha gbowfih fesh- 
. Hoces of Commorragh the gp canvet be considered truly eil or enuk They daim tbat 


PSYCHIC POWER: POISONOUS INFLUENCE 

This synapse creature radiates a pulsed imperative that triggers 
the semi-sentient spores of Gorgon biohorrors, spurring them to 
secrete venoms laced with a seeping psychic corruption, 


Blessing: Poisonous Influence has a warp charge value of 7. It 
manifested, select one friendly Gonson unit within Synaptic 
Link range ofthis PSYKER. Until the start of your next Psychic 
phase, each time a model in that unit makes a melee attack, 
an unmodified wound roll of 6 inflicts 1 mortal wound on the 
target in addition to any normal damage (toa maximum of 6 
mortal wounds). 


BIO-ARTEFACT RELIC: HYPERMORPHIC BIOLOGY 
Unstable organs within this organisms body respond to 

any physical and mental trauma, rapidly undergoing 

beneficial mutations, 


+ Add Ito the Toughness characteristic of the bearer. 

+ Ifthe bearer’ characteristics can change as they suffer 
damage, they are considered to have double the number of 
wounds remaining for the purposes of determining what 
those characteristics are. 


HYPER-TOXICITY P. 
Gorgon - Wargear Stratagem 


Few substances are as lethal as the toxins of Hive Fleet Gorgon, 
Fewer sill tailor themselves so effectively to their luckless victims. 


Use this Stratagem in the Fight phase, when a GoRGON Toxin 
Sacs unit from your army is selected to fight. Until the end of 
the phase, each time a TOXINSACS model in that unit makes a 
melee attack, an unmodified hit roll of 5+ automatically wounds 
the target 
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JORMUNGANDR 


Hive Fleet Jormungandr assails its enemies not only from orbit and ac 


beneath their feet. No other hive fleet makes such prodigious use of tunnelling organisms to complete 


oss biazing battlefields, but also in horrific attack waves from 
honeycomb invaded worlds with 


subterranean networks of Tyranid burrows, from which attack swarms erupt upwards to tear their prey apart. 


HIVE FLEET ADAPTATION: TUNNEL NETWORKS 

The warrior organisms of Hive Fleet Jormungandr attack from 
subterranean tunnels, making these predatory monsters extremely 
difficult to target until it is far too late. 

+ Each time a ranged attack targets a MONSTER unit with this 
adaptation, ifthe attacker is more than 18" 
target is trested as having the benefits of Dense Cover against 
that attack (see the Warhamme: 40,000 Core Book). 

Each time a ranged attack targets a unit (excluding Monster 
units) with this adaptation, if the attacker is more than 12° 
away, then the target is treated as having the benefits of Dense 
Cover against that attack, 


Adaptive 

Each time a unit with this adaptation is targeted by a weapon 
with the Blast rule (see the Warhammer 40,000 Core Book), 
halve the numberof models in that unit (rounding up) when 
determining how many attacks are made with that weapon, 


Hyper-adaptation 
You can swap this hive leet’ Adaptive rule for one of the 


rune iomorprologeshel urcbionor notos ARARA 
WARLORD TRAIT: INSIDIOUS THREAT 


This warlord has lurked long on this world, developing an intimate 
knowledge of its terrain so there is nowhere for the prey to hide. 


In your Command phase, select one friendly JORMUNGANDR 
unit within Synaptic Link range of this WARLORD. Until the start 
of your next Command phase, each time a model in that unit 
makes an attack, the target does not receive the benefits of cover 
against that auack. 


PSYCHIC POWER: LURKING MAWS 

The Hive Mind extends a psychic summons, and calls upon 
Jormungandrs embedded and waiting broods. Mindlesdy 
converging via synaptic imperative their sudden and frenzied 
attacks spell the foes end. 


Malediction: Lurking Maws has a warp charge value of 7. If 
manifested, select one enemy unit within Synaptic Link range 
ofthis PSYKER or one enemy unit within 18" of this Psrker. 
Until the start of your next Psychic phase, each time a friendly 
JORMUNGANDR model makes a melee attack against that enemy 
unit, improve the Armour Penetration characteristic of that 
attack by 1. 


BIO-ARTEFACT RELIC: INFRASONIC ROAR 

‘This warrior organism has been grafted with a complex 
arrangement of acoustic organs to unleash fearsome infrasonic 
bellows. So powerful are these booming sonic emanations that 
they cause primal terror and confusion in many sentient species. 


At the end of your Movement phase, select one enemy unit 
within 12" of the bearer and roll 3D6; if the result is equal to 
or higher than that enemy units Leadership characteristic, 
until the start of your nest Movement phase, that unit cannot 
perform actions (if that unit is currently performing an action, 
it immediately fails). 


BURIED IN WAIT 
Jormungandr - Requisition Stratagem 


CP, 


The Great Serpent attacks from below; bursting out from 
Subterranean tunnels into the midst of its prey. 


Use this Stratagem before he battle, during the Declare Reserves 
and Transports step (if you are playing a mission without this 
step, use this Stratagem during deployment instead). Select one 
JORMUNGANDR unit from your army (excluding Tante units). 
You can set up that unit near to the surface instead of setting it 
up on the battlefield. If you do so, then in the Reinforcements 
step of one of your Movement phases, you can set up that unit 
anywhere on the batlefidd that is more than 9" away from any 
enemy models. You can only use this Stratagem once, unless you 
are playing Strike Force battle (in which cae you can use this 
Stratagem twice), or an Onslaught battle (in which case you can 
use this Stratagem three times) 
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HIVE FLEETS 


KRONOS 


Adapted to battle the otherworldly threat of daemons spiling through from warp space, the swarms of Hive Fleet Kronos are nonetheless 
utterly deadly to any prey that cross heir path. Their warrior organisms instinctively do battle from long range, upon both physical and 
‘metaphysical planes, reducing their victims to maggot-riddled offal and soul-blasted husks before devouring them ravenously. 


HIVE FLEET ADAPTATION: BIO-BARRAGE 
Hive Fleet Kronos obliterates its foes at range by unleashing 
devastating barrages of bio-plasma and living missiles, 


© Add 4* lo the Range characteristic of ranged weapons that 
models with this adaptation are equipped with. 

Adaptive 

Fach time a model with this adaptation makes a ranged attack 

that targets a unit within half range, improve the Armour 

Penetration characteristic of that atac by 1 


Hyper-adaptation 
You can swap this hive fleets Adaptive rule for one of the 


CATA or OE on page 61. 
WARLORD TRAIT: SOUL HUNGER (AURA) 


This warlord has an insatiable hunger for psykers, and can 
‘manipulate the Shadow in the Warp to drain the life from its 
favoured prey. 


While an enemy Psvger unit is within 18" of this WantonD, each 
time a Psychic test is taken for that unit, it suffers Perils of the. 
Warp on any dice roll that includes a double, instead of only a 
double 1 or double 6. 


PSYCHIC POWER: SYMBIOSTORM 
The synaptic web sings with psionic targeting information, guiding 
living projectiles to strike at he preys identified weak spots 


Blessing: Symbiostorm has a warp charge value of 7. If 
manifested, select one friendly Kronos unit within Synaptic 
Link range of this PSvKer. Until the start of your next Psychic 
phase, each time a model in that unit makes a ranged attack, add 
1 to the Strength characteristic of that attack. 


Tha spann of the Creat Devourer came upon us at ne combed the pt ` 

of Meta Ik We songh fo reay ours, expecting ao parens. 

battle. Vat thase enano nl mo surge fo Ha attack bart instead barthed 

se from afar with such freie Hat we wore forced Jo guit the fold f. 

etf te Hink of the hos fant that day, bedas and spirit stoner adi i 
ansich inte the mars of tele Killers. Vaf the worst of 4 kr that the E 
creatures tam ut wot at foas, but merely fuel We were raw material fo 

La harvested, ammanition fo ba reloaded before they returned fo Hab 
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BIO-ARTEFACT RELIC: NULLNODE 

A synaptic knot in this creatures skull channels and amplifies 
Kronos potent Shadow so prey can barely think or focus in the 
organisms presence 


In your Command phase, select one enemy unit within Synaptic 
Link range (pg 87) of the bearer. Until the startof your next 
Command phase: 


+ Eachtime a model in that unit makes an attack, the hit rol 
cannot be re-rolled and the wound roll cannot be re-rolled. 
+ Psychic tests taken for that unit cannot be re-rolled. 


THE DEEPEST SHADOW P 
Kronos- Epic Deed Stratagem 


In the swarms of Kronos, the Shadow in the Warp is 
suffocatingly powerful 


Use this Stratagem in your opponents Psychic phase, when an 
enemy unit fails a Psychic est, Select one Kronos Psrker unit 
from your army within 18" of that enemy unit. That enemy unit 
suffers D3 mortal wounds and, until the end of the phase, that 
Kronos PSYKER unit gains the following ability: 


Deepest Shadow (Aura): While an enemy PS¥KeR unit is within 
18" of this unit, each time a Psychic test taken for that unit is 
failed, that unit suffers D3 mortal wounds. 


ee e 


- Thaghrael the Wanderer Ed 
EA 


At first, the throat posed by the swarms of Hive Fleet Hydra appears deceptively manageable, albeit still nightmarishly dangerous. 
Yet this hive flet fights its battles through hyper-aggresswe escalation, passing swiftly from infestation to overwhelming tide until its 
horrified victims are buried beneath the heaving masses of predatory organisms they have unwittingly drawn down upon themselves, 


HIVE FLEET ADAPTATION: SWARMING INSTINCTS. 
Hive Fleet Hydra’ super swarms overwhelm their prey with sheer 
weight of numbers, drowning them in a tide of chitin and talons 


+ Each time a model with this adaptation makes a melee attack 
that targets unit containing fever models than its own, add 
1 to that attacks hit roll. For the purposes of this adaptation, 
Ventcie and MONSTER models each count as 5 models. 

Adaptive 

Add I" to the Move characteristic of models with this 

adaptation, and each time a model with this adaptation makes. 

a consolidation move, it can moveup to an additional 3" (to a 

maximum of 9) 

Hyper-adaptation 

You can swap this hive fleet’ Adaptive rule for one of the 


REE o: HMS on page 61 
WARLORD TRAIT: ENDLESS REGENERATION 


Enemy soldiers are horrified to see this warlord’ severed limbs. 
and shattered chitinous plates regroving before their eyes. 


At the start of the Command phase, this WARLORB can 
regenerate its. fit does so it regains up to D3 lost wounds, 
This WARLORD can only regenerate self once per turn. 


PSYCHIC POWER: PSYCHIC SHRIEK 

Driven by synaptic imperative, acting as psychic conduits for the 
Hive Minds pover, the warrior organisms of Hive Fleet Hydra. 
open their mans as one and emit a mind-shredding shriek. 


Witchfire: Psychic Shriek has a warp charge value of 6. If 
manifested, select one enemy unit within Synaptic Link range. 
of this PSYKER or one enemy unit within 18" of this Psen. 
Roll one D for each friendly Hvor INFANTRY and HYDRA BEAST 
model within 3" of that unit and three Dés for each friendly 
HYDRA MONSTER model within 3" ofthat unit: for each 5+, 

that enemy unit suffers 1 mortal wound (to a maximum of 6 
mortal wounds). 


BIO-ARTEFACT RELIC: BARBWORM INFESTATION 
"This creature's body seethes with selfreplicating barbworms that 
dot in blade-headed masses around its weapon-projectiles and 
lend them extra punch. 


Each time the bearer makes a ranged attack, you can re-roll the 
wound roll 


CRITICAL MASS 
Hydra - Battle Tact 


1CP. 
Stratagem 


Once this hive lets warrior organisms outnumber their prey, 
they soon overwhelm them in a hideous, heaving mass. 


Use this Stratagem in the Fight phase, when a Hrona unit fom 
your amy ls selected to fh. Until the end of ihe phase, each 
Tea mele stuck made a model at ut ERR 
nens antt it ever mode tha es wo, ye canoe Fol ta 

venn el 


Han do you fight am enemy Hat grons 
stronger tha harer you BA 4È OG, we 
Id quickly enough that Ha more fre 
‘xe poured toto Hee uarms, Ha mota of 

senting Borrort came surging Hor 
the hico-fanglo fo avenge the diad But 
what could we dol Shop shooting and just 
Jet Ham fear ut spart? You tink you an 
order your solders To put op Heir guns. ji 
MW MA yon... ute tey e Hoke 
of a nay to defeat the foe Hat dosnt Imvofte 
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ng plough on at we bad been frame fo, 
and hope Høle reserves petered ouf before 
0012 a Lett fost say Hats Mae lath slag I 
hended fo hope. 

- Marshal Karya Blaise, 674th Kovian Inf 


INFINITE BIOMORPHOLOGIES 


If your chosen hive fleet does not have an associated Hive 
Fleet Adaptation on pages 53-59, you must instead create your 
‘own Hive Fleet Adaptation. You do this by either selecting 

the Splinter Fleet Hive Fleet Adaptation or by selecting two 
biomorphologies from the lists shown opposite. Due to the drive 
toward biodiversity within the hive fleets, when selecting these, 
the following rules apply: 


+ The two biomorphologies must be selected from 
separate lists. 

~ You must choose one of these biomorphologies to be th 
Adaptive element of your Hive Fleets Adaptation. It's this 
which can be swapped out at the start of the battle using the 
Hyper-adaptations rule (pg 51). 

+ At the start ofthe battle, if you use the Hyper-adaptations 
rule to change the Adaptive element of your Hive Fleets 
Adaptation, then you must select one of the biomorphologies 
from the third remaining list (that was not used when initially 
creating your Hive Fleet Adaptation) to swap it for. 


Example; For her first adaptation, Becca selects Augmented 
Ferocity from the Hunt Biomorphologies list. This leaves her the 
Lurk and Feed Biomorphologies to choose from for her second 
adaptation. She selects Exoskeletal Reinforcement from the Lurk 
Biomorphologies and chooses for it to be the Adaptive element 
of er hive fleets adaptation. This means that if at the start of 
the battle, she chooses to make use ofthe Hyper-adaptations 
rule (pg 51), she can swap out Exoskeletal Reinforcement for one 
of the Feed Biomorphologies Her final Hive Fleet Adaptation 
then becomes: 


+ Add 1 to charye rolls made for units with this adaptation 

+ Adaptive: Each time an attack with an Armour Penetration 
characteristic of-1 is allocated to a model with this adaptation, 
that attack has an Armour Penetration characteristic of 
0 instead. S 

+ Hyper-adaptation: You can swap this Hive Fleets Adaptive 
Tule for one ofthe Feed Biomorphalogies on page 61 


SPLINTER FLEET 


Select one of the following hive fleets and use the Hive Flest 
Adaptation of that hive fleet (and its associated Hyper- 
adaptation) as listed on pages 53-59: 


+ Hive Fleet Behemoth 

* Hive Fleet Kraken 

+ Hive Fleet Leviathan. 

* Hive Fleet Gorgon 

+ HiveFleetJormungandr. 
+ Hive leet Kronos 

~ Hive Fleet Hydra 


Ta CHARACTER model with this adaptation gatos a Warlord Trait, 
they can have the Hive Fleet Warlord Trait associated with the 
hive flest that you selected, instead of a Warlord Trait from 
page 68 Ifit does so, replace all instances of the <HIVE FLEET> 
keyword on that Warlord Trait (e.g. Kraken), i any with the 
name of the hive fleet that the CHARACTER is from. 


Unless the only units with this adaptation are part ofan 
Auxiliary Support, Super-heavy Auxiliary and/or Fortification 
Network Detachment: 


+ You will gain access to the Hive Fleet Stratagem associated 
with the hive fleet that you selected, When using such a 
Stratagem, replace all instances of the Hive user» keyword 
om that Stratagem (e.g. Kaxen) with the hive fleet that the 
units with this adaptation are from. 

+ HIVETENDRIL PSYKER units with this adaptation know the 
relevant Hive Fleet psychic power in addition to any other 
psychic powers they Know. When manifesting that psychic 
power replace all instances of the <Hive FLEET> keyword on 
that psychic power (eg KRaKen) with the hive fleet that the 
units with this adaptation are from. 


BIOMORPHOLOGIES 


Adrenalised Onslaught 
Fach time a model with this 
adaptation makes a consolidation. 
more it can move up toan 
additional 3" (to a maximum of 8"). 


Heightened Reflexes 
Units with this adaptation are 
eligible to shoot ina turn in which 
they Fell Back, but if they do, then 
until the end of the turn, each time 
a model in that unit makes a ranged 
attack, subtract 1 from that attacks 
hit roll. 


Augmented Ferocity 
Add 1 to charge rolls made for units 
with this adaptation. 


Synaptic Goading 

AK the start ofthe first battle round, 
before the first turn begins, EROLESS 
MukrirüpE units with this adaptation 
that start the battle wholly within 
your deployment zone can makea 
Normal Move of up to 6". 


Ambush Predators: 
Units with his adaptation are 
eligible to perform Heroic 
Interventionsas if they were a 
Character unit 


LURK BIOMORPHOLOGIES 


Exoskeletal Reinforcement 
Fach time an attack with an 
Armour Penetration characteristic 
Of -1isallocated to a model with 
this adaptation, that attack has an 
Armour Penetration characteristic 
of 0 instead. 


Naturalised Camouflage 
Each time a ranged attack is 
allocated to a model with this. 
Adaptation while itis receiving 
the benefits of cover from a terrain 
feature, add an additional 1 to any 
armour saving throw made against 
that attack. 


Territorial Instincts 

+ Monster models with this 
adaptation have the Objective 
Secured ability (see the 
‘Warhammer 40,000 Core Book). 

+ Monster models with this 
adaptation that have a Wounds 
characteristic of 10 or more count 
as 5 models when determining 
control of an objective marker. 


Unfeeling Resilience 

Models with this adaptation whose 
characteristics can change as they 
suffer damage are considered 

to have double the number of 
wounds remaining for the purposes 
of determining what those 
characteristics are 


Synaptic Gang! 

+ You can re-roll Deny the Witch 
tests taken for units with 
this adaptation. 

+ Each time psychic power is 
‘manifested by a unit with this 
adaptation, increase the range 
of that psychic power by 3* (if 
that psychic power specifies 
multiple ranges, add 3" to the first 
range specified in that psychic 
power only). 
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Stabilising Membranes 
Fach time a model with this 
adaptation makes a ranged attack, 
on an unmodified wound roll or 6, 
improve the Armour Penetration. 
characteristic of that attack by 1. 


Exoskeletal Stabilisation 
+ Models with this adaptation 
do not suffer the penalty to hit 
rolls incurred for fring Assault 
weapons in the same turn that 
their unit has Advanced. 
+ Models with this adaptation 
do not suffer the penalty to hit 
rolls incurred for fring Heavy 
weapons in the same turn that 
their unit has moved. 
Monsrer models with this 
adaptation do not suffer the 
penalty incurred to their hit 
rolls for firing Heary weapons 
at enemy units that are within 
Engagement Range of them. 


Wreathed in the Shadow 
Each time a unit with this 
adaptation declares a charge, enemy 
units that were targeted by that 
charge cannot fire Overwatch or Set 
to Defend against that charge, 


Relentless Hunger 
Each time a unit with this 
adaptation fails a charge, it can make 
å Normal Move ofupto 3". 


Unstoppable Swarm 
Units with this adaptation can 
ignore any or all modifiers to their 
Move characteristic, Advance rolls 
and charge rolls. 
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STRATAGEMS 


instructs you to select a unit from your army, replace all instances of 
name of the hive fleet that your selected unit is from. 


Tyranids - Battle Tactic Stratagem 
"These beetles boast powerful legs and incendiary biochemical 


Use this Stratagem in your Shooting phase, when a HIVE 
Tenori unit from your army is selected to shoot. Until the 

end of the phase, add 6" to the Range characteristic and add 1 
to the Strength characteristic of fleshborer and fleshborer hive 
weapons models in that unit are equipped with. If that unit has 
16 or more models or has the MONSTER keyword, this Stratagem 
osts 2CP; otherwise, it costs ICP 


VORACIOUS APPETITE cP 
Tyranids - Battle Tactic Stratagem 


The hunger of e Tyranids can never be satiated. 


Use this Stratagem in the Fight phase, when a Hive TENDRIL 
Monster mode from your army isselected to fight. Until the. 
end of the phase, each time that model makes a melee attack, 
you can re-rollthe wound roll 


ADRENAL SURGE 
Tyranids - Battle Tactic Stratagem 


1CP/2CP. 


These warrior organisms destroy all as their adrenaline surges. 


Use this Stratagem in the Fight phase, when an ADRENAL GLANDS 
unit from your army is selected to fight. Until the end of the 
phase, if that unit made charge move this turn: 


+ Add I to the Attacks characteristic of models (excluding 
Monster models) in that unit 

+ Add D3 to the Attacks characteristic of MONSTER models in. 
that unit. 


If that unit contains 19 or fewer models, this Stratagem costs 
1CP; otherwise, it costs 2CP. 


REINFORCED HIVE NODE 
‘Tyranids - Battle Tactic Stratagem 
"The Hive Mind fortifies the minds and bodies of its swarms. 


CP, 


Use this Stratagem in any phase, when a TYRANID WARRIORS or 
Tyranio PRIME unit from your army is selected as the target of 
an attack. Unti) the end of the phase, each time an attack is 
allocated to a model in that unit, subtract I from the Damage 
characteristic ofthat attack (to a minimum of 1) If that 


“unit contains 5 or fewer models, this Stratagem costs ICP; 
p Oller wise, it costs 208. 
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your army includes any Hive Tenori Detachments (excluding Auxiliary Support, Super-heevy Auxiliary or Fortification Network 
Detachments), you have access to Ihe Stratagems shown here, and can spend CPs to use them. When one of these Stratagems 


the <HIVEFLEET> keyword on that Stratagem, if any, with the 


SCORCH BUGS 1CP/2CP OBSERVER ORGANISM 1CP 


Tyrarids - Battle Tactic Stratagem 


Exocrines are sometimes smaptically entangled with tiny 
insectile observer organisms that ftt ahead and spy out targets. 


Use this Stratagem in your Shooting phase, when an EXOCRINE 
model from your army is selected to shoot. Until the end of the 
phase, each time that model makes an attack 


+ Thetarget does not receive the benefits of cover against 
at attack. 
+ An unmodified hit roll of 6 scores I additional hit. 


INDOMITABLE MONSTROSITY ACP, 
‘Tyranids - Battle Tactic Stratagem 


Driven on by synaptic compulsion, the largest Tyranid boasts can 
shrug off even the most dolorous blows and keep fighting. 


Use this Stratagem in any phase, when a HiveTeupmiLMonsren. 
unit from your army is selected as the target ofan attack. Until 
the end of the phase, each time an attack is made against that 
unit, an unmodified wound roll of 1-3 for that attack fails, 
irrespective of any abilities that the weapon or the model 
making the attack may have. 


POWER OF THE HIVE MIND. ACP. 
Tyranids - Epic Deed Stratagem 
The Hive Mind channels lethal energy through is synaptic bieforms. 


Use this Stratagem in your Psychic phase. Select one Hive TENDRIL 
PSYKER unit from your army. Until the end of the phase, that unit 
can attempt to manifest one additional psychic power. 


DEATH FRENZY. 2CP. 
Tyranids - Epic Deed Stratagem 


Tyranids care nothing for sf reservation, and will fight on. 


Use this Stratagem in the Fight phase, when a Hive Tenonıt. 
CHARACTER model from your army that has not already been 
selected to fight this phase is destroyed, instead of using any 
rules that are triggered when that model is destroyed (eg. the 
Death Throes ability). Do not remove that model from play —it 
can fight after the attacking models unit has finished making 
attacks When making those attacks, ifthe destroyed models 
characteristics can change as they suffer damage, that model is 
considered to have its full wounds remaining for the purpose of 
determining what those characteristics are. After resolving the 
destroyed models attack, tis then removed. 


PHEROMONE TRAIL 
Tyranids - Epic Deed Stratagem 


cP. 


Lictors release a trail of potent pheromones that guide fresh waves 
of bioforms to the slaughter. 


Use this Stratagem in your Charge phase. Select one enemy 
unit within 6" ofa <HIVE FLEET> Lieror model from your army. 
Until the end of the phase, each time a friendly «Hive FLEET> 
unit declares a charge that targets that enemy unit, add 2 to the 
charge roll 


SYNAPTIC CHANNELLING: P. 


Tyranids - Epic Deed Stratagem 


Tyranids are ore with the Hive Mind; individuality is a 
disadvantage that they surpass 


Use this Stratagem in your Psychic phase. Select one <Hive 
FLEET> PSYKER unit from your army. Until the end of the phase, 
that unit knows all of the psychic powers known by friendly 
«Hive FLEET> Psrken units that are om the battlefield 


SYNAPTIC LEGACY 
Tyranids - Epic Deed Stratagem 


1CP. 


Even when the mortal frame ofa synapse organism is sain, its 
mental imprint is not lost to the wil of the Hive Mind. 


Use this Stratagem at the start of the battle round, when 
selecting a Synaptic Imperative ability to be active for your 
army (pg 88). If your Wartor is on the battlefield and has the 
HIVE TENDRIL keyword, this turn you can select the Synaptic 
Imperative ability of a destroyed model from your army instead 
of ene from a model that is on the battlefield. Note that, unless 
otherwise allowed, you still cannot select that ability if has 
already been selected by you earlier in the battle. 


TRAMPLING CHARGE 
ic Deed Stratagem 


CP, 
Tyranids — 


Employing their sheer bulk and viciouschitinous horns and 
spikes, the largest Tyranids crash headlong through the foe, often 
with devastating results, 


Use this Stratagem in your Charge phase, when a Hive TENDRIL 
Monster model from your army finishes a charge more. 
one enemy unit within Engagement Range of that Monster 
model and roll one Dé: 


+ Ifthat Monster model has the Honweo CHITIN keyword, on a 
2-4, that enemy unit suffers 3 mortal wounds; on a 5+, that 
enemy unit suffers D3+3 mortal wounds. 

+ If that MONSTER model does not have the Hornen Curtin 
keyword, on a 2-4, that enemy unit suffers D3 mortal 
‘wounds; ona 5+, that enemy unit suffers 3 mortal wounds, 


Tyranids - Epic Deed Stratagem 


Unsuspecting victims see nothing but a blur of thick leathery nings 
and a swift and dreadful sting, before the attacker is gone again, 


Use this Stratagem in your Movement phase, when a PARASITE 
OF MomtREx model from your army finishes å Normal Move 

or Advances. Select one enemy unit that PARASITE OF MORTREX 
model moved across this phase, Roll one Dé: on a 2-5, that unit 
suffers D3 mortal wounds and becomes infected with parasites 
(see Parasitic Infection, page 108); on a 6, that unit suffers 3 
mortal wounds and becomes infected with parasites. 


Ei 


RAREFIED ENHANCEMENTS 
Tyranids - 


When faced with especially resistant prey, or if possessed of a 
bounty of biomass, the Hive Mind has many ways of enhancing its 
foremast warrior organisms to render them even more dangerous. 


1CP 
Requisition Stratagem 


S31fn8 0394803-3111V8 


Use this Stratagem before the battle, when you are mustering 
your army, if your WARLORD has the Hive Tenorit keyword. 
Select one HIVE TENDRIL CHARACTER model from your army and 
give them one Relic (this must be a Relic they can have). Each 
Relic in your army must be unique, and you cannot use this 
Stratagem to give a model two Relies. You can only use this 


Stratagem once, unless you are playing a Strike Force battle (in å 
which case you can use this Stratagem twice), or an Onslaught spå 
battle (in which case you can use this Stratagem three times). = 
HIVEPREDATOR ACP. Eg 


Tyranids - Requisition Stratagem 


Some bioforms are imbued with additional predatory abilities. 


Use this Stratagem before the battle, when you are mustering your 
army, f your WARLORD has he HIVETENDRIL keyword. Select one 
Hive TenoRIL CHARACTER model from your army and determine 
one Warlord Trait for that model (this must bea Warlord Trait 
they can have); that modelis only regarded as your Wart oro for 3 
the purposes of that Warlord Trait, Each Warlord Trait in your. 

army must be unique (if randomly generated, r-roll duplicate 

result), and you cannot use this Stratagem to give a model two 

‘Warlord Traits. You can only use this Stratagem once, unless 
are playing a Strike Force battle (in which case you can use this 
Stratagem twice), or an Onslaught battle (in which case you can 
use this Stratagem three times). 


u 


SUBTERRANEAN ASSAULI ACP 
Tyranids - Strategic Ploy Stratagem a 
Entire swarms erupt from tunnels dug by burrewing monsters. 

KS 


Use this Stratagenn in the Reinforcements step of your Movement 
phase, when a <Hive FLEET> TRYGON or <HIVE FLEET> TRYGON 
Prime model from your army is set up on the battlefield using its 
Death From Below ability Select one friendly «Hive FLeer> unit 
with the Troops Battlefield Role that is in Strategic Reserves. Set 
that unit up anywhere on the battlefield that is wholly within 9" 
of that TRYGON or Tarcon PRIME model and not within 9" of any 
enemy models. 


Ai 


RAPID REGENERATION 
Tyranids - Strategic Ploy Stratagem 


Prey stare in horror as chitinous armoxorregrows and flesh, muscle 
and sinew knots back together as though never harmed. 


‘Use this Stratagem in your Command phase. Select one Hive. 
Tenoni mode! from your army. That model regenerates 

and regains up to D3 lost wounds. Each model can only be 
regenerated once per turn. 


INVISIBLE HUNTER P 


Tyranids - Strategic Ploy Stratagem 


Hunter-slayer organisms can melt away before the eyes f their foes, 
only to strike suddenly from a new and unexpected direction. 


Use this Stratagem at the end of your turn. Select one LicraR 
model from your army that was not set up on the battlefield 

this turn. Remove that model from the battlefield. In the 
Reinforcements step of your next Movement phase, you can set 
that model back up on the battlefield anywhere that is wholly 
within 9” ofany battlefield edge and more than 9" away from any 
enemy models Ifthe battle ends and that model is noton the 
battlefield, it is destroyed. 


OVERRUN ACP. 
Tyranids - Strategic Ploy Stratagem 
Tyranids are an unstoppable avalanche of flesh and chitin. 


Use this Stratagem at the end of the Fight phase. Select one Hive 
TENDRIL unit from your army that made a charge move this turn. 
If there are no enemy models within Engagement Range of that 
unit, models in that unit can make a Normal Move instead of 
making a consolidation move. 


SHARD LURE ICP, 
Tyranids - Strategic Ploy Stratagem 


Leader-beasts mark prey with synaptically conductive chitin 
shards, to be pursued by their subordinate warrior organisms. 


Use this Stratagem in your Shooting phase, when a ranged attack 
made by a model in a <Hive FLEeT>SYNAPSE unit from your army 
scores a hit against an enemy unit. Until the end of the turn, each 
time a friendly «Hive FLEET> unit declares a charge, if that enemy 
unitis one of the targets of that charge, roll one additional D6 
and discard one ofthe dice when making the charge rol. 


ENDLESS SWARM 1tP, 
Tyranids - Strategic Ploy Stratagem 
As the battle rages, more organisms pour in to bolster the swarms. 


Use this Stratagem at the start of your Command phase. Select 
‘one ENDLESS MULTTUDE unit from your army. Up to D3+3 
destroyed models can be added back to that unit with their full 
‘wounds remaining. These returned models can only beset up 
within Engagement Range of enemy units that are already within 

E Engogement Range of the unit they are being added back to. 


INSTINCTIVE RAMPAGE 
Tyranids - Strategic Ploy Stratagem 


ACP, 


Tyrant Guard mercilessly hound those prey who have slain their 
Five Tyrant, for such threats cannot be allowed to survive. 


Use this Stratagem in any phase, when a <Hıve FLEET> Hive 
Tynant model from your army is destroyed by an enemy unit 
Until the end of the battle: 


+ Each time a friendly «Hive FLeer> Tynanr Guano unit declares 
a charge if that enemy unitis a target of that charge, add 4 to 
the charge rol. 

+ Each time a friendly <Hive FLEET> TYRANT GUARD unit makes 
an attack against that enemy unit, add 1 w that attack’ hit 
roll and add 1 to that attack wound roll. 


BOUNDING ADVANCE ACP/2CP, 


Tyranids - Strategic Ploy Stratagem 


Synaptic impulses from the Hive Mind cause Hormagaunts to 
surge into battle. 


Use this Stratagem in your Movement phase, when a 
HORMAGAUNTS unit from your army is selected to Advance. 
Until the end of the turn: 


+ Each time that unit Advances, do not make an Advance 
roll. Instead, until the end of the phase, add 6" to the Move 
characteristic of models in that unit 

+ That unit is still eligible to declare a charge this turn even 
though it Advanced 


IF that unit has 15 or fewer models, this Stratagem costs ICP; 
otherwise, it costs 2CP. 


ENCIRCLE THE PRE 
‘Tyranids - Strategic Ploy Stratagem 


CP. 


For organisms that can soar on high or burrow, it is no 
hardship to fade back during battle and stalk their prey before 
striking again. 


Use this Stratagem at the end of your turn. Select one 
BURROMERS unit or unit that can Fer from your army. Remove 
that unit from the battlefield. In the Reinforcements step of 
your next Movement phase, you can set that unit back up 
anywhere on the battlefield anywhere that is more than 9" away 
from any enemy models. f the battle ends and that unit is not 
om the battlefield, it is destroyed. A unit cannot be selected for 
this Stratagem if it was set up on the battlefield this tur. 


SPORE CLOUDS 
Tyranids - Strategic Ploy Stratagem 


1CP 


Sporecaster organisms are able to eject billowing clouds of spores 
that set to work polluting and altering the biosphere itself. 


Use this Stratagem in your Movement phase, when a 
SPORECASTER unit from your army is selected to Remain 
Stationary. Until the start of your next Command phase, add 6” 
19 the range of that units aura abilities. 


TOXIC ENTANGLEMENT 
Tyranids - Strategic Ploy Stratagem 


The Toxicrenes mass of tendrils whip and coil about its victim, 
ensnaring them and drawing them into its lethal embrace. 


1CP. 


Use this Stratagem in your Shooting phase, when a TOxICRENE 
model from your army scores a hit against an enemy unit 
(excluding AIRCRAFT units) with a ranged attack. Roll one D6: on 
4 24, until the start of your next Movement phase: 


+ Halve the Move characteristic of models in that enemy unit, 

+ Ifa charge is declared with that enemy unit, that TOXICRENE 
model must be one of the targets of that charge. 

+ Ifa charge is declared with that Toxierene model that enemy 
unit must be one of the targets of that charge. In addition, add 
2 to the charge roll. 


PALING HOOKS 
Tyranids - Wargear Stratagem 


Pinioned upon vicious flesh hooks, the squirming prey is all the 
casier to tear apart 


Use this Stratagem in the Fight phase, when a FLESH Hooks unit 
from your army is selected to fight. Until the end of the phase, 
‚ach time a Fuesn Hooks model in that unit makes a melee 
attack against an enemy unit (excluding Vemcuz and Monster 
units), add 1 to that attacks hit roll. 


PSYCHOTROPIC VENOM 1CP, 


Tyranids - Wargear Stratagem 
Some lash whips can extrude venomous barbs, whose slightest 


Scratch sends the victim into hallucinatory paroxysms as their 
mind's worst fears manifest behind their eyes, 


Use this Stratagem at the start of the Morale phase. Select one 
enemy unit (excluding Vewicte units) within Engagement Range 
ofa LASH Whip cr Toxic LASHES unit from your army. Until the 
end ofthe phase: 


+ Subtract 2 from the Leadership characteristic of models in 
that enemy unit, 

+ Subtract 1 from Combat Attrition tests taken for that 
enemy unit 


ACIDIC TORRENT CP, 


Tyranids - Wargear Stratagem 


This crude but undeniably efective method of killing the prey 
has the added advantage of rendering them down to easiy 
consumed slurry. 


Use this Stratagem in the Fight phase, when a unit from your 
army that contains any Acto Maw models is selected to fight. 
Select one enemy unit within Engagement Range of that unit 
For each Acto Maw INEANTRY model in that unit that is within 
Engagement Range of that enemy unit, roll one D6, or three 
D6 if that mode has the Monster keyword; for each 3+; that 
enemy unit suffers I mortal wound (to a maximum of 6 
mortal wounds). 


CORROSIVE VISCERA 


Tyranids - Wargear Stratagem 


The slightest cut to this creatures flesh causes pressurised and! | 
Highly acidic fluids to spray from the wound. 


Use this Stratagem in the Fight phase, when a model in an Acto: 
BLoon unit from your army would lose a wound. Until the end 
of the phase, each time a model in that unit would lose a wound. 
as the result ofa melee attack, roll one D6: on a 4+, the attacking 
models unit suffers 1 mortal wound after making all of its 
attacks (to a maximum of 6 mortal wounds). 


BLINDING VENOM P. 
Tyranids - Wargear Stratagem 
Vomited in hissing gouts, this noxious venom blinds its victims 


and leaves them reeling in agony. 


Use this Stratagem at the start of the Fight phase. Select one 
enemy unit within Engagement Range of any GARGOYLES units 
from your army. Until the end of the phase: 
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+ Each time a model in that enemy unit makes an attack, the hit 
roll cannot be re-rolled 

+ Each time a model in that enemy unit makes a melee attack, 
subtract 1 from that attacks hit roll 


PATHOGENIC SLIME 
Tyranids - Wargear Stratagem 


cP. 


Tyranid biological ammunition is often doused in a pathogenic 
mucus, which seeps into wounds and devours flesh, 


Use this Stratagem in your Shooting phase, when a HIVE TENDRIL 
unit from your army is selected to shoot, Until the end of the 
phase, each time a model in that unit makes an attack, an 
unmodified hit roll of 6 automatically wounds the target. If 
that unit has the Toxin Sacs keyword, this Stratagem costs ICP; 
otherwise, it costs 2CR. 


Live 
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Y your army is Battle-forged and includes any Hive Teunmu. 
Detachments (excluding Auxiliary Support, Super-heavy 
Auxiliary and Fortification Network Detachments), then 

when you are mustering your army, you can upgrade any 
Monster model in your army (excluding CHARACTER and TITANIC 
models) by giving them an Adaptive Physiology from those 
presented here 


ADAPTIVE PHYSIOLOGIES 


ADAPTIVE PHYSIOLOGIES 

ADAPTIVE PHYSIOLOGY POWER POINTS PER MODEL 
Dermie Symbiosis +2 +25 pts 
A 
Hardened Biology "m +15 pts 


n +15 pts 
SA 


Each time you give a model an Adaptive Physiology, its Power 
Rating is increased as shown in the table above. If youare 
playing a matched play game, ora game that uses a points limit, 
then the points value of that model is also increased by the 
amount shown in the same table. Make a note on your army 
roster each time you give a model an Adaptive Physiology. 


Each model can only have one Adaptive Physiology 
army (or a Crusade force) cannot include the same Adaptive 
Physiology more than once. 


A Crusade force cannot start with any models having Adaptive 
Physiologies —to include one in a Crusade force you must use 
the Adapted Physiology Requisition (pg 79). 


DERMIC SYMBIOSIS 

"This biohorrors carapace is actually a symbiotic organism, 
capable of psychical repelling the fiercest attacks and boosting 
the metabolism of ts host creature. 


This model has a 4+ invulnerable save. 


ENRAGED RESERVES 

Contained deep within this organisms body is a pulsating sac 
filed with a cocktail of adrenostimulant fluids and linked to 
a ring of vaseular-pneumatiesphineters. When roused, this 
arrangement pumps its potent biostimulant through the host 
organismis body, driving the creature to new heights of speed 
and ferocity. 


= this models characteristics can change as it suffers damage, 
itis considered to have double the number of wounds 
remaining for the purposes of determining what those 
characteristics are. 
Once per battle, when this model is selected for a Tyranids 
Epic Deed Stratagem, you can use that Stratagem without 
spending any Command points. Note that any future usages 
‘of that Stratagem cost the normal amount of CPs. 


HARDENED BIOLOGY 

This biohorrors chitinous carapace is thickened by expendable, 
brittle outer layers designed to absorb the impact of small arms 
fire as they shatter and flake away. 


Each time an attack with a Damage characteristic of Lis 
allocated to this model, add 1 to any armour saving throw made 
against that attack. 


PRECOGNITIVE SENSORIA 

Crackling bio-electric ulira-conductivity enhances this creatures 
speed of perception, processing and decision making such that its 
reactions appear prescient in their swiftness: 


At the start ofthe Fight phase, if tais model 
Engagement Range of any enemy units it can fight fist 
that phase 


within 


PREDATOR INSTINCTS 

With its basic logic centres and instinctive dri 

warrior organism is capable of singling out and hu 

valuable prey without direct synaptic oversight. 

+ This model is eligible to perform Heroic Interventions asit 
were a CHARACTER model. å 

+ This model is eligible to perform a Heroic Intervention ifi 
is within 6" horizontally and 5” vertically cf any enemy unit, 
instead of 3° horizontally and 5” vertically. Fach time this 
model makes a Heroic Intervention move, it can move up to 

All other rules for Heroic Interventions still apply. 


SYNAPTIC ENHANCEMENT 

Adaptations to this organism’ cerebral architecture have enhanced 
its connection to the Hive Mind, Through this towering and 
deadly creature, the horrific influence of the Tyranids gestalt mind 
ds spread ever further. 


* This model gains the Shadow in the Warp and Synapse 
abilities (pg 86), and the Synapse keyword. 


VORACIOUS AMMUNITION 

Either host to nests of hungry bio-ammunition or unique organs 
generating a constant stream of biochemical substances, this xenos 
brute’ organic projectiles continue to sear or consume long after it 
has moved on to other prey. 


Each time this model shoots, after it has finished making 
its attacks, select one unit that was hit by one or more of 
those ttacks, Roll one D6: on a 2+, that unit suffers D3 
mortal wounds. 


WHIPCOIL REFLEXES 

Subconscious instinctive drivers trigger when this beast detects 
prey organisms fleeing its grasp, spurring it to lash out quicker 
than the speed of thought. 


Each time an enemy unit within Engagement Range of this 
modelis selected to Fall Back, roll one D6: on à 24, that enemy, 
unit suffers D3 mortal wounds. 
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WARLORD TRAITS 


Ifa cHive FLEET> CHARACTER model is your WARLORD, you can use the Hive Fleet Warlord Traits table 
below to determine what Warlord Trait they have. You can either roll one D6 to randomly generate 


‘one, or you can select one. 


When you have determined a Warlord Trait for a Hive TENDRIL CHARACTER model, replace all 
instances of the «Hive FLEET> keyword in their Warlord Trait, f any; with the name of the hive fleet 


that your model is from. 


1.ALIEN CUNNING 

This warlord possesses highly sophisticated neural 
Puihways, allowing it to identify priority strategie 

assets and seize them before the foe even recognise. 
their value 


+ This WanLoRD has the Objective Secured 
ability (see the Warhammer 40,000 
Core Book). 

+ This Wantono counts as 5 models when 
determining control of an objective marker. 

* This WARLORD can start to perform an action, 
even ifit Advanced or Fell Back this turn. 


2. HEIGHTENED SENSES 

Whether through rows of bristling antennae 
or clusters of glistening compound eyes, this 
warlord can sense the location of its prey with 
unerring accuracy. 


+ At the start of the Fight phase, if this WaaLoRO 
is within Engagement Range of any enemy 
units, it can fight first that phase. 

+ Fach time this WaRLORD makes an attack, you 
can re-roll the hit roll 


3. SYNAPTIC LINCHPIN 

With a cerebral cortex that pulsates with the 
irresistible power of the Hive Mind, this warlord 
acts as a blazing synaptic beacon to the lesse 
creatures of the swarm. 


+ Add 3" to the range of this WARLORDS aura 
abilities and Synaptic Imperative abilities 
(pg 38). 

+ Each time this Wanton uses an ability in 
your Command phase that specifies a range, 
until the end of the phase, add 3" to the range 
of that ability. 


4. DIRECT GUIDANCE 

Projecting a portion of its consciousness. 
directly mio the crude ganglia of its lesser 
warrior organisms allows this varlord to guide 
their strikes. 


In your Command phase, select ne friendly 
«Hive Fueer> Cone unit within Synaptic Link 
range of this WARLORD. Until the start of your 
next Command phase, each time a model in 
that unit makes an attack, add 1 to that attacks 
hit roll 


5. SYNAPTIC TENDRILS 

"This organism is a thrumming node of synaptic 
energies, ablazing beacon of the Hive Minds 
influence, able to reach out and augment the 
abilities ofits swarm at will. 


In your Command phase, if this WARLORD has 
one of the following abilities it can use that 
ability one additional time that phase: Alpha. 
Warrior, Bio-impulses, Brood Progenitor, 
Vicious Insight, Warp Siphon, Will of the. 
Hive Mind. 


6. ADAPTIVE BIOLOGY 

The same weapon rarely works against this 
warlord twice, as its alien physiology adapts at an 
astonishing rate to counter the attacks of the fo. 


Each time this WARLORD would lose a wound, 
roll one Dé: on a S+, that wound is not lost. 


NAMED CHARACTERS AND WARLORD TRAITS 


f the following charac a Warlord Trait, they 


Named Character 


Deathleaper Alien Cunning 


Adaptive Biology 
"The Swarmlord Synaptic Linchpin 


have the one shown b 


Warlord Trait 


HIVE MIND DISCIPLINE 


Before the battle, generate the psychic powers for PsYKER units from your army that know powers 
from the Hive Mind discipline using the table below. You can either roll one D6 to generate each 
power randomly (re-rolling duplicate result), or you can select which powers those units know. 


When a PsvKen unit from your army manifests a psychic power from this discipline, replace al 
instances of the <HIVE FLEET> keyword on that psychic power, if any, with the name of the hive fleet 


that your PsrxeR unit is drawn from. 


1. CATALYST 
Through its synaptic conduits, the Hive Mind 
reaches out to infuse the organisms under its 
control, invigorating their metabolisms with such 
unnatural vitality that they can ignore the most 
grievous of wounds. 


Blessing: Catalyst has a warp charge value of 6. 
If manifested, select one friendly «Hive FLEET> 
unit within Synaptic Link range ofthis Perxen. 
Until the start of your next Psychic phase: 


+ Each time a model in that unit (excluding 
Tranic models) would lose a weund, roll one 
D6: on a 5+, that wound is not st. 

+ Each time a fate model in that unit would 
lose a wound, roll one D6: on a6, that wound 
is not lost. 


2. THE HORROR 

The terrifying psychic presence of the Hive Mind 
radiates from the synapse creature, flooding the 
minds of the Tyranids' enemies and causing them 
to quail and panic. 


Malediction: The Horror has a warp charge 
value of. If manifested, select one enemy unit 
within Synaptic Link range of this PSYKEr or one 
enemy unit within 24" of this Poren. Until the 
start of your next Psychic phase: 


+ Suburact2 from the Leadership characteristic. 
of models in that unit. 

+ Subtract 1 from Combat Attrition tests taken. 
for that unit 


3. NEUROPARASITE 

Channelling psionic energies into the mind 

of the prey organism, the synapse creature 
triggers encephalitic mutation. Raw grey matter 
gains rudimentary synaptic sentience and. 
‘sprouts microscopic chitinous talons and fangs 
before attempting to chew its way out of ts 
cranial prison. 


Witehfire: Newwoparasite has a warp charge 
value of7, If manifested, select one enemy unit 
within Synaptic Link range of this PSYKER or one 
enemy unit within 18" of this Pstxen, Roll one 
D6 for each model in that unit: for each roll that 
exceeds that models Toughness characteristic, 
that models unit suffers I mortal wound (to a 
maximum of 6 mortal wounds). 


4. ONSLAUGHT 

The synapse creature reaches out with its mind 
and seizes control of the lesser creatures’ weapon 
symbiote, guiding their fire whilst simultaneously 
driving the swarms toward the enemy at a 
breakneck pace. 


Blessing: Onslaught has a warp charge value of 
6. If manifested, select one friendly <HIVEFLEET> 
"unit within Synaptic Link range of this PsrxeR, 
Until the start of your next Psychic phase: 


‘+ Models in that unit do not suffer the penalty 
to hit rolls incurred for firing Assault weapons 
in the same turn that their unit has Advanced. 

+ Models in that unit do not suffer the penalty 
to hit rolls incurred for firing Heavy weapons 
in the same turn that their unit has moved. 

+ That unit is eligible to declare a charge in a 
turn in which it Advanced. 


5. PAROXYSM 

The Hive Mind debates its enemies by 
triggering every nerve and pain receptor in their 
bodies, overwhelming her senses with wracking 
fis of agony 


Malediction: Paroxysm has a warp charge value 
of7. If manifested, select one enemy unit within 
Synaptic Link range of this Psvker or one enemy 
unit within 18" of this PsrceR. Until the start of 
our next Psychic phase: 


‘+ That unit cannot fire Overwatch or Set 
to Defend. 

+ Each time a model in that unit makes a 
melee attack, subtract 1 from that attacks 
wound roll. 


6. PSYCHIC SCREAM 

Through its vassal, the Hive Mind unleashes a 
piercing shriek of undated psychic energy that 
Shreds the minds of those caught in its shock wave. 


Wichfire: Psychic Scream has a warp charge 
value of 5. If manifested, select the closest 
‘enemy unit within 18" of this Psyer. That unit 
suffers D3 mortal wounds. If that unit has the 
Psrken keyword and the result of the Psychic 
testis higher than the Leadership characteristic 
of bat unit, randomly select one psychic power 
that unit knows. Until the end of the battle, that 
unit no longer knows that psychic power. 
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RELICS 


If your army is led by a Hive TENDRILWARLØRB, you can, when mustering your army, give one of the following Bio-artefact Relics to a 
Hive Tenor. Character model in your army. Named characters cannot be given any of the following Relics. 


When a model in your army is given a Bio-artefaet Relic, replace all instances of the eHive FLEET> keyword on that Relic’ rules, if 


any, with the name of the hive fleet that your model is drawn from. 


Note that some Relics replace one of the models existing items of wargear. Where this is the case, you must, if you are using 
points values still pay the cost of the wargear that is being replaced. Write down any Bio-artefact Relies your models have on your 


army raster. 


THE YMGARL FACTOR 

"The Yingarl Genestealers have long been a cancerous blight on 
the worlds ofthe Imperium. Their insatiable voracity is legend 
amongst those that have had the misfortune to encounter them 
and live, Now, dark rumours have surfaced of Tyranid leader- 
beasts that appear to share the unfathomable adaptability of the 
Ymgar Genestealers 


At the start of the Fight phase, select one of the following: 


+ Until the end of the phase, add 2 to the bearers 
Strength characteristic. 

+ Until the end of the phase, add I to the bearers 
Attacks characteristic, 

+ Until the end of the phase, add I to the bearer's 
Toughness characteristic. 


THE REAPER OF OBLITERAX 

The Reaper of Obliteray, first encountered amongst thë re- 
emergent swarms of Hive Fleet Jormungandr, is a sentient blade 
resembling a bonesword that discharges highly concentrated bursts 
of destructive energy. Even the lightest blow from this bio-weapon 
can result in its target being rent asunder. 


Model equipped with bonesword or monstrous bonesword only. 
"That models bonesword or monstrous bonesword gains the 
following abilities: 


+ Each time an attack is made with this weapon, ifthat attack 
successfully wounds the target, the target suffers 1 mortal 
wound in addition to any other damage. 

+ Fach time an attack made with this weapon is allocated to an 
enemy model, that model cannot use any rules to ignore the 
wounds it loses. 


THE MAW-CLAWS OF THYRAX 

During the destruction of Thyrax, the dread beast that 
spearheuded the assauli bore a pair of symbiotic fang lined 
Pincers, These terrible laws consumed both the bodies and the 
memories of their victims, passing on the assimilated knowledge to 
the host creature: 


+ Add I to the bearers Attacks characteristic 

+ Each time the bearer makes a melee attack, you can re-roll the. 
wound roll. 

+ Each time the bearer destroys an enemy unit as the result of a 
melee attack, until the end of the battle, add I to the bearers 
Attacks characteristic (to a maximum of 43), 


RESONANCE BARB 

Within the crowning carapace of this creature are pulsing bundles 
of nerves, their tendrils driven irreversibly into the beasts cortex. 
The Resonance Barb throbs at sympathetic frequeneses with the 
Hive Mind, transmitting a portion ofits cosmic might into the 
‘creature’ flesh form. 


Psrxer model only. 


+ Add I to Psychic tests taken for the bearer. 
+ "Ihebearer knows one additional psychic power from the 
Hive Mind discipline (pg 69) 


PATHOGENESIS 

An organism like no other, Pathogenesis is perhaps a throwback 
to the Tyranids genetic origins or a shadow of things to come. 
Though its motes of psychic awareness are difused throughout 
its carrier like a virus, it acts with a singular will. Subverting 
the body and symbiotes ofits host, pathogenesis causes rapid 
mutation: cartilaginous tubes and containment spines are 
lengthened intercostal muscles are engorged; bio-ammunition 

is sheathed in a toxic dermis. With t host reach and lethality 
extended, fragments of pathogenesis ean stretch out to the bodies 
of many more prey by infesting the bio-ammunition or riding 
through the bivelectric charge, Whether it ims only to spread 
itself or is actively seeking something in the bodies of its fallen foes, 
perhaps only time wil tel. 


+ Add 8" to the Range characteristic of ranged weapons the 
bearer js equipped with. 

+ Each time the bearer shoots, you can re-roll one hit roll and 
you can re-roll one wound roll when resolving those attacks. 


SCYTHES OF TYRAN 

The few remaining records of the fal of Tyran Primus speak 
ofan alpha-beast that led the assault upon Magos Varnaks 
command bunker, tearing open the facility vast bulkhead doors 
with a single slash of is scything forelimbs. So sharp were these 
monomoleeular edged weapon -grovths that several Skitarii 
defenders were bisected with the alpha-beasts every frenzied 
swipe. The vicious blade-limbs of this appalling biohorror have 
since been witnessed several times by observers battling many 
different hive fleets across the galaxy. 


Model equipped with 2 monstrousscything talons only. 
"This Relic replaces 2 monstrous scything talons and has the 
following profile: 


WEAPON RANGE TYPE S AP D 

SeythesofTyran Melee Melee ‘2 4 3 
Each tine the bearer fights, t makes 2 additional attacks 

with this weapon, 

BALETHORN CANNON 


This enormous bio-cannon spits outa web of hyper-adaptive 
microfilament. Upon contact with the target, this sentient 
substance begins to contract; its contra-empathic surface 
identifying and adapting to any defences it encounters, flaring 
white-hot to burn through kinetic shielding, or sharpening to 

a monomolecular edge to slice through even the thickest power 
armour. Is contractions do not cease until the web is a knurled 
bali no larger than a Human fist, ard whatever it encased has 
been sliced into bloody gobbets. 


Model equipped with stranglethora cannon only. This Relic 
replaces a stranglethorn cannon and has the following profile: 


WEAPON RANGE TYPE S AP D 
BalethornCannen 36" HewyD3a3 10 3 3 
Abilities: Blast 

SHARDGULLET 


A terrible sound of wet and chitinous rasping emerges constantly 
from the innards of this gruesome weapon, like some monstrous 
beast chewing meat with a maw fll of broken teeth. When it 
fires, what bursts from the bio-cannoris muscular barrelis a hail 
of long, diamond-hard barbs, each with a voracious fanged maw 
growing at its base. Once the bioeledric-wreathed projectiles 
Punch deep into their target, their parasitic mouths begin 
chewing frenzied, devouring the victim from the inside out. 


Model equipped with heavy venom cannon only. This Relic 
replaces a heavy venom cannon and has the following profile: 


WEAPON RANGE TYPE S A D 


Shardgullet 36 Asa 12 5 5 


A 


GESTATION SAC 

Embedded within this organisms body is a pulsating sac of 
‘membranous flesh and nutrient bio-slurry. As battle rages the 
grotesque graft swells and bulges, dark shapes writhing within it as 
They grow at an exponential rate. At last, with a wet ripping sound. 
and a vomitous gush of fluids, an entire brood of parasitic Rippers 
spills forth to squirm their way into battle. 


Once per battle, the bearer can perform the following action: 


Bursting the Sac (Action): At the start of your Shooting 
phase, this model can start to perform this action. The action is 
completed atthe end of that phase. When itis completed, set up 
a new «HIVE FLEET> Ripper SWARMS unit on the battlefield within 
3" of this model and not within Engagement Range of any 
enemy units. That RIPPER SWARMS unit contains D3+1 models, 
and, if you are playing a game that uses a points limit, does not 
‘cost any Reinforcement points. 


THE DIRGEHEART OF KHARIS 

First documented during the fall of the cardinal world of Kharis, 
this chitin-shelled organism embeds itself deep into the thorax 
ofits host and emits a droning psionic note, that rises to an 
unbearable keening howl in the minds of those nearest. Whether 
this is thanks to some invisible neurotoxin, a directed synaptic 
assault or some other awful ability is unclear. Nor does it matter 
to those sent reeling back, gibbering in terror as their most 
“atavistic fear responses are triggered, and their rational minds are 
choked off by unreasoning, animal panic. 


Each time the bearer is selected to fight, after resolving its 
attacks, select one enemy unit hit by an attack made by the 
bearer this phase. Until the end of the next turn: 


+ That unit loses the Objective Secured ability (see the 
Warhammer 40,000 Core Book). 

+ Subtract 1 from the Leadership characteristic of models in 
that unit. 


THE PASSENGER 

Named by survivors of the Orochon II Massacre this grafi- 
organism clings to its hosts dorsal chitin and sinks fleshy tubules 
deep into its body. The Passenger siphons off vital fluids to feed its 
‘own quivering flesh, exuding replacement liquids laced with doses 
of hyper adrenaline. Augmented thus by its parasitic companion, 
the hast gains a ferocious turn of speed that helps it to run down 
screaming prey, feeding bot itself and the horror on its back. 


ADREMAL GLANDS model only. 


= Add 2 to Advance rolls made for the bearer: 
+ Adá 2 to charge rolls made for the bearer. 


SEARHIVE. 

Infesting its hosts body, this gestalt organism comprises milions of 
microscopic spore-worms that exude caustic chemicals when they 
detect non-Tyranid biological surroundings. Infusing their hosts 
saliva, organic projectiles, talon-tips and the like, the Searhive 
actively seeks o gain entry to the vulnerable bodies of the hosts 
‘Prey. Once within, the worms begin the process ef dissolving their 
‘Screaming victim from inside, over long and agonising minutes 


Toxin Sacs model only. Each time the bearer makes a melee 
attack against a unit (excluding MONSTER and VEHICLE units), ifa 
hit is scored, it automatically wounds the target. 
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CHAPTER APPROVED RULES 


Ifevery model in your army (excluding UNALIGNED units) has the HIVE TeNDRIL keyword, you can, if you are pla 


aga matched play 


battle that instructs you to select secondary objectives (e.g. a mission from the Eternal War mission pack in the Warhammer 40,000 
Core Book), select one of them to be from the Tynamns secondary objectives listed below. 


Like all other secondary objectives, each of the secondary objectives listed below has a category and they follow all the normal rules 


for secondary objectives (for example, when you select secondary objectives you cannot choo 


more than one from each category, 


you can score no more than 15 victory points from each secondary objective you select during the mission etc) 


NO MERCY, NO RESPITE 


SYNAPTIC INSIGHT. 


PURGE THE ENEMY 


CRANIAL FEASTING 


Progressive Objective 


Testing their strength against the mightiest prey and sending sense- 
impressions to back through the synaptic network, leader organisms 
appraise the Hive Mind of potential threats and weakness 


Ifyou select this objective, keep a tally of Synaptic Kill points. 
Reset your Synaptic Kill points tally to 0 at the start of each 
battle round, Each time an enemy model (excluding Dedicated 
‘Transport models) is destroyed by a Synapse model from 

your army: 


+ Ifthat enemy model had a Wounds characteristic of between. 
3 and 5, add 1 to your Synaptic Kill points tally. 

+ Ifthat enemy model had a Wounds characteristic of between 
6 and 9, add 2 to your Synaptic Kill points tally 

Jf that enemy model had a Wounds characteristic of 10 or 
more, add 3 to your Synaptic Kill points tally. 


Score3 victory points at the end of the battle round if your 


Synaptic Kill points tally for that battle round is 4 or more. You 
cannot score more than 12 victory points from this objective. 


SHADOW OPERATIONS 


SPORE NODES 


Progressive Objective 


By shedding clouds of microscopic nodules and allowing them to 
take root in the bedrock of the prey world, Tyranids sow biter crops 
‘of spore organisms that will later erupt and corrupt enemy territory 


Score victory points each time a unit from your army 
successfully completes the following action: 


Seed Spore Node (Action): One Troops unit from your army 
can start to perform this action at the end of your Movement 
‘phase from the second battle round onwards if it is within 6" 
‘of your opponents deployment zone and not within 6- of any 
‘Spore Node objective markers. The action is completed at the 
end of your turn. If this action is successfully completed, place 
‘one objective marker anywhere wholly within your opponents 
deployment zone and within 1” of the unit that completed this 


action. This objective marker represents a Spore Node, but does 
"not count as an objective marker for any rules purposes other 


End Game Objective 


By cracking open the skulls of prey leaders and thrusting 
Proboscises or writhing tendrils into the gory bounty within, 
ravenous Tyranid organisms digest the very secrete and plans of 
the enemy. 


Each time an enemy CHARACTER model or unit champion (see 
the Warhammer 40,000 Core Book) is destroyed by a melee 
attack made by a Hive Tenor model from your army, roll 

one D6 adding 2 to the roll if that Hive Tenor. model has the 
FecoeRTenonits keyword, and adding 2 if the destroyed model 
has the Cuaraeren keyword: on a 6+, you gain I Command 
point (oa maximum of 1 Command point per battle round). 


At the end of the battle: 


+ Score 3 victory points if you gained 1 or more Command 
points during the battle due to this objective 

+ Score I victory point for each enemy CHARACTER model and 
‘each enemy unit champion that was destroyed by a melee 
attack made by a Hive Teworit model from your army. 

+ Score 3 victory points ifthe enemy WARLORD was destroyed by 
a melee attack made by a Hive Tenori model from your army. 
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CRUSADE RULES 


In this section you'll find additional rules for playing Crusade battles with Tyranids, such as Agendas, Battle 
Traits and Crusade Relics that are bespoke to Hive Tendril units. You can find out more about Crusade armies 


In the Warhammer 40,000 Core Book. 


This section contains the following additional rules 


DEVOURING WORLDS 

As the hive fleets tighten their stranglehold on the galaxy, more 
and more planets succumb to their unending hunger. The rules 
presented on the following pages allow you to devour one world 
after another, strengthening your force as your foes fall. 


AGENDAS 

HIVE TENDRIL units attempt to achieve unique Agendas in 
Crusade battle, which can be found on page 78. These Agendas 
represent the unique goals of Tyranids armies and their 
particular methods of waging war. You can find out more about 
Agendas in Crusade mission packs, such as that presented in the 
‘Warhammer 40,000 Core Book 


REQUISITIONS: 

Tyranids armies have access to a number of additional 
Requisitions, suited to their alien abilities, which can be found 
on page 79. 


BATTLE TRAITS 

Hive TENDRIL units can be given one of the Battle Traits 
presented on page 80 as they gain experience and are promoted 
in your Crusade force. These help to reflect the unique upgrades 
and Battle Honours that HIVE TENDRIL units can gain. 


BATTLE SCARS 

Devoid of free will, the bioforms of the Tyranids su 

and damage in their own unique ways unlike other ali 

‘The Batle Scars on page 81 provide a thematicand appropriate 
way to represent these long lasting effects on units from 

your army. 


PSYCHIC FORTITUDES 

HIVE TENDRIL PSYKER units can be given one of the Psychic 
Fortitudes presented on page 82 as they gain experience and 
are promoted in your Crusade force. These help to reflect the 
unique interaction with psykers that the Tyranid race exhibits 


CRUSADE RELICS 

In addition to the Crusade Relics presented in the Warhammer 
40,000 Core Book, Hive TENDRIL CHARACTER models can claim 
one of the Crusade Relics described on page 83; these Relics are 
unique to the Tyranids, and grant the bearer power. 


SHOWCASE CRUSADE ARMY 

On pages 84-85 you will find Eddie Eccles’ Tyranids Crusade 
army in all its chitinous glory, with a description of the 
impressive force. 


DEVOURING WORLDS 


If your Crusade force includes HIVE TENDRIL units, it can embark upon the task of devouring a series of planets in order to absorb. 


their biomass and fuel your hive flets expansion. 


through three stages in order; the 


Your Crusade force can only workon devouring one planet ata time. When devouring a planet, your Crusade force will move 
t stage is Invasion, followed by Predation and then finally Consumption. During each 


phase, your force will devour more of the planets biomass as its flora and fauna are consumed, and crush more of the inhabitants 


resistance as they go. Once you have devoured enough biomass and destroyed enough of the enen 
will complete your current stage and move on to the next step in devouring that world. 


GENERATING A NEW WORLD 
When generating a new world to devour, you begin by resetting 
your Crusade forces Biomass points and Crushed Resistance 

points to 0, and then determine how many of each of these is 
required in order to complete each of that planet’ three stages. 


First, oll one D3 to determine the type of the planet that you are 
devouring using the Planet Type tible below. 


Industrial World (may also bea forge world, manufactorum. 
world, refinery world etc.) 


Rural World (may also be an agri word, feudal wore frontier 
colony, imperial Knigne wari ei. 


3 HiveMerld 


fat any point your Crusade force finds itself without an active world to devour, you can generate a new one as described below 


“Then consult the relevant table (see right) to determine the 
Biomass points and Crushed Resistance points needed for each 
stage of that planets destruction. To do so, generate the number 
of points needed for the Invasion stage first. Then generate the 
number of points needed for the Fredation stage by adding 

the value in the table to what you generated for the Invasion 
stage for that particular planet type. Finally, generate the points 
needed for the Consumption stage in the same manner but add 
the value in the table to that of the Predation stage, instead of 
the Invasion siage. Note that Biomass and Crushed Resistance 
points accrued during a previous stage of å planet’ destruction 
still count towards the targets for the current stage. 


Example: Hannah Maries Tyranid forces came upon a hive 
world and began devouring it. She rolled to determine the 
Biomass and Crushed Resistance values for the Invasion phase 
first, resultingin a 5 and 3 respectively. This means thet her 
Crusade force will need to accrue 5 Biomass points and 3 
Crushed Resistance points in order to move on to the Predation 
stage of her attack. She then rolls to determine the values for 
the Predation stage. She rolls a 6 fr Biomass which me 

when added to the value she generated for the Invasion stage 
(which was 5) she will ned a total of 11 Biomass to complete 
that stage. She does the same for the Crushed Resistance 

value, rolling 4, and ende up with a final result of 7. Finall 

she rolls to determine the amounts she needs to complete the 
Consumption stage. For Biomass, she rolls a 3, which she adds to 
the 11 from the previous stage to get a total of 14 Biomass points 
that are needed to complete the last stage. She then calculates 

the Consumption stage value for Crushed Resistance in a 

similar manner 


y resistance, your Crusade force 


1. INDUSTRIAL WORLD 


STAGE BIOMASS CRUSHED RESISTANCE 


Predation 


Consumption 


2. RURAL WORLD 


STAGE 


BIOMASS CRUSHED RESISTANCE 


Predation 


Consumption 


3. HIVE WORLD 


STAGE 


BIOMASS CRUSHED RESISTANCE 


Predation 


Consumption 


COMPLETING A DEVOURING STAGE 

fo complete a stage and move on to the next, 
force needs to have acquired at least as many Biomass 
points and at least as many Crushed Resistance points for 
that stage as were generated for it above. 


+ Each time you win a battle, your Crusad 
Biomass point and I Crushed Resistance 

var Crusade force loses 

Biomass point (to a minimum of 0 Biomass points). 


Additional ways of eaming Biomass and Crushed 
Resistance points can be found in the Agendas 
(2573). 
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STAGE 1: INVASION 


ARMY BUILDING 

While your Crusade force is in the Invasion stage, when 
mustering your army, the Command Benefits of the 
Vanguard Deuchment are changed to: +3 Command 
points if your Wantonp is part of this Detachment? 


STRATAGEM 

While your Crusade force is in the Invasion stage, you have 
access to the Stratagem shown below, and can spend CPs 
to use it 


VANGUARD ONSLAUGHT 1CP 
Tyranids — Battle Tactic Stratagem 


First amongst the swarm to assail the pre; vanguard 
organisms pounce upon ill-prepared defenders. 


Use this Stratagem in the Fight phase, when a GARGONES, 
GENESTEALERS, Hane, HIVE CRONE or LicTOR unit from your 
army is selected to fight. Until the end of the phase, if that 
unit made a charge move, was charged, or performed a 
Heroic Intervention this turn, then each time a modelin 
that unit makes an attack, you can re-roll the wound rol 


BATTLE EXPERIENCE 
While your Crusade force is in the Invasion stage, at tbe 
end of each batle: 


+ Units from your army with any of the following 
keywords gain an additional 1 experience point from the 
Battle Experience rule (see the Warhammer 40,000 Core 
Book): ENDLESS MULTITUDE; GENESTEALERS; HARPY; HIVE 
Crone; LiCroA. 

Units from your army with any of the following 
keywords do not gain any experience points from the 
Battle Experience rule: Biovares; EXOCRINE; HARUSPEX; 
HIVE GUARD; Hive TYRANT; PYROVORES; RIPPER SWARMS; 
TYRANNOFEX; TYRANT GUARD. 


STAGE 2: PREDATION 


ARMY BUILDING 

While your Crusade force is in the Predation stage, 
when mustering your army, the Command Benefits of 
the Oatrider Detachment are changed to: +3 Command. 
points if your WantonD is part of this Detachment? 


STRATAGEM 
Whileyour Crusade forceis in the Predation stage, you have 
accessto the Stratagem shown below, and can spend CPs to 


INFESTATION icp 
‘Tyranids - Strategic Ploy Stratagem 


So thoroughly saturated with Tyranid swarms has the prey 
world become, that broods prow almost all environs and 
surge jom every tangled thicket and blasted ruin to attack. 


Use this Stratagem before the battle, during the Declare 
Reserves and Transports step (if you are playing a mission 
‘without this step, use this Stratagem during deployment 
instead), Select one ENDLESS MULTITUDE unit from your 
army. During deployment, when you set up that unit, it car 
be set up anywhere on the battlefield that is wholly within 
an Area Terrain feature and more than 9" away from the 
enemy deployment zone and any enemy models. 


BATTLE EXPERIENCE 
While your Crusade forceis in the Predation stage, at the 
end ofeach battle 


* Troops units from your army gain an additional 1 
experience point from the Battle Experience rule (see 
the Warhammer 40,000 Core Book). 

+ Units from your army with any of the following 
keywords do not gain any experience points from the 
Battle Experience rule: BIOVORES; EXOCRINE; HARUSPEX; 
HIVEGUARD; HIVE TYRANT, PYROVORES; RIPPERSWARMS: 
TYRANNDFEX; TYRANT GUARD. 


STAGE 3: CONSUMPTION 


ARMY BUILDING 

When mustering your army, while your Crusade force is 

in the Consumption stage, the Command Benefits ofthe 
jearhead Detachment ave changed to: “+3 Command 

points if your WamtoRD is part of this Detachment? 


STRATAGEM 

While your Crusade force isin the Consumption stage, you 
have access to the Stratagem shown below, and can spend 
CPsto use it: 


GUARD AND CONSUME 1CP 
Tyranids - Battle Tactic Stratagem 


As the Tyranid ecosystem takes hold, strange living 
structures sprout forth that are vital to the final consumption 
of the world. Those Tyranid organisms charged with 

protect tructures now b 

exceptionally ager 


ese grotesque bi 


stratagem in your Shooting phase, when a 
Biovores, EXOCRINE, HARUSPEX, HIVE GUARD, HIVE TYRANT, 
PYROVORES, RIPPER SWARMS, TYRAYNOFEX Or TYRANT GUARD 
unit from your army is selected to shoot. Until the erd of 
hase, each time a model in that unit mak 


an attack: 
vithin range of an objective marker, re-roll 


vithin range of an Implanted Tyrannoform. 
Spore objective marker (pg 78), you can re-roll the 
hit roll. 


BATTLE EXPERIENCE 


While your Cr 
the end of each battle 


+ Units fromyour army with any ofthe following 
Keywords gain an additional 1 experience point from. 
the Battle Experience rule Geethe Warhammer 40,000. 
Core Book): Biovones; EXOCRINE; HARUSPEX; HIVE GUARD; 
HIVE TYRANT; PYROYORES; RIPPER SWARMS; TYRANNDFEX: 
Tyrant GUARD. 

+ Units from your army-with any of the followir 
keywords do not gain any experience points from the. 
Battle Experience rule GENESTEALERS; HARPY; HIVE 
Crone; Lieror 


BIOGENESIS 


Each time your Crusade force completes Stage 3 of its attack, 
na planet, you can spend any of the Biomass points you have 
acquired on the upgrades shown below; before generating a new 
world to devour 


THE SWARM GROWS 2 BIOMASS PTS. 


Raw biomass is diverted to the creation of even more warrior 
organisms and hive ships to bear them through the vid. 


Increase your Crusade forces Supply Limit by 3 Power. 


RARE BIOMORPHS 4 BIOMASS PTS. 


 Agreat enough stock of biomass has been secured that a portion 
can be poured into fashioning strange and terrible graft-organisms 
for the swarms’ mightiest leader beasts 


Select one HIVE TENDRIL CHARACTER unit from your Order of 
Battle You can use the Relic Requisition (see the Warhammer 
40,000 Core Book) once for ORP to give a model in that unit a 
Relic asif it had just gained a rank. 


ENHANCED ORGANISMS 5 BIOMASS PTS 


‘The Hive Mind exploits the neurally cached experiences of its 
warrior organisms to hone their predatory instincts. 


Select one Hive Tenori unit from your Order of Battle. That 
unit gains 5 experience points. Each unit can only be selected 
for this upgrade once per devoured world. 


SWARMNODE 5 BIOMASS PTS. 


Harvested biomass is channelled into enhancing the strategic and 
tactical abilities of an already efficacious leader organism. 


Select one HIVE TENDRIL CHARACTER unit from your Order of 
Battle. You can use the Warlord Trait Requisition (see the 
Warhammer 40,000 Core Book) once for ORP to give a model in 
that unit a Warlord Trait asif it had just gained a rank. 


RAPID ADAPTATION 5 BIOMASS PTS 


A focussed allocation of biomass offers a brood the chance to 
rapidly and significantly adapt at the Hive Minds urging. 


You can use the Adapted Physiology Requisition (pg 79) once 
for ORP 


BIOLOGICAL RESOURCES . 6 BIOMASS PTS 


With so much accumulated biomass the hive fled can adapt 
whatever aspect of its nature the Hive Mind bidsit to. 


Your Crusade force gains I Requisition point. 
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AGENDAS 


If your Crusade army includes any Hive TeNDRIL units, you can select one Agenda from the Tyranids Agendas, listed below. This isa 
new category of Agendas, and follows all the normal rules for Agendas (for example, when you select Agendas, you cannot choose 


more than one from each category) 


INFEST THE PREY WORLD 


TYRANNOFORM PREY WORLD 


Tyranids Agenda 


In order to overwhelm the enemy, devour the biomass of the dead 
and seed the world with toxic spores, the swarm must cover all. 


Keep an Overwhelm and Spread tal for your army: Atthe end 
of your turn, add 1 to your army's Overwhelm and Spread tally 
for each table quarter that wholly contains one or more ENDLESS 
MULTITUDE units from your army that are not within 6” of the. 
centre of the battlefield. 


At the end of the battle, your Crusade force gains the number 
of Biomass and Crushed Resistance points shown in the table 
below, and each unit from your army wholly within your 
‘opponent’ deployment zone carns 2 experience points, 


VER ELM AND 
SPREAD TALLY GAINED 


BIOMASS POTITS lll CRUSHED RESISTANCE 
POINTS GANED] 


HUNT AND SLAY 
Tyranids Agenda 


The Hive Mind has marked those prey organisms whose swift 
destruction it wishes prioritised. The hunt begins, 


Keep a Predatory Kills tally for each unit from your army: At the 
start of the battle, your opponent selects five different units from 
their army to be Prey Targets (if your opponents army has less 
than five units they select as many as possible). Each time a unit 
from your army destroys a Prey Target unit in the Fight phase, 
add I to its Predatory Kills tally. 


Ifa Prey Target unit splits into multiple, smaller units, then all 
of those units mast be destroyed for that Prey Target unit to be 
considered destroyed, 


Each unit from your army gains a number of experience points 
equal to double their Predatory Kill tally, and your Crusade 
force gains a number of Biomass and Crushed Resistance points 


AUHGEROFENEMYPREY  eiohAssalnts 
TARGETS DESTROYED AID, 


ICRUSRETRESISTANCE: 
TOINISCAIND. 


Tyranids Agenda 


In preparation for the complete assimilation of biomass on this 
prey world, it is necessary f seed Tyranid structures on the 
battlefield, from sporecaster organisms to digestion pool 


Keep a Tyrannoform Prey World tally for each unit from your 
army. Add 1 to a units Tyrannoform Prey World tally each time 
it successfully completes the Implant Tyrannoform Spore action 
(see below). If you selected this Agenda, then HIVE TENDRIL 

Inranrey units from your army can attempt the following action: 


Implant Tyrannoform Spore (Action): One kive TeNDRIL 
INFANTRY unit (excluding CHARACTER units) from your army can 
start to perform this action at the end of your Movement phase 
if tis more than 12" from any Implanted Tyrannoform Spore 
objective markers (see below). This action is completed at the 
end of your turn. Once completed, place an objective marker 
anywhere within 1" of the unit that completed this action. This 
objective marker represents an Implanted Tyrannoform Spore, 
but does not count as an objective marker for any rules purposes 
other than for this Agenda. 


Each unit from your army gains a number of experience points 
equal to double their Tyrannoform Prey World tally, and 

your Crusade force gains a number of Biomass and Crushed 
Resistance points as shown in the table below. 


NUMBER OF IMPLANTED) 
TYRÅNNOFURMSPORE 
OBJECTIVE MARKERS 


BIOMASSPOINTS © CRUSHED RESISTANCE. 
GAINED POINTS GAINED 


TYRANID ATTACK 
Tyranids Agenda 


Every last prey organism that stands against the swarm must be 
overrun — butchered ~ and their biomass consumed so that fresh 
waves of bioforms may be spawned. 


At the end of the battle, if there are no enemy models remaining 
on the battlefield, each HiveTeNoRIL unit from your army that is 
on the battlefield gains 3 experience points, and your Crusade 
force gains 4 Biomass points and 4 Crushed Resistance points, 


REQUISITIONS 


CONSUME TO SURVIVE 
The hive ilr Fast sg end connu 


ids in order to replen ease their rank 
If your Crusade force includes any HIVETENDRIL units 


Increase Supply Limit Requis 
40,000 Core Book) co 


RESPAWN WARRIOR ORGANISMS 1RP 


The Hive Mind can break down the biomass of its warrior 
“organisms, reabsorbing them and restructuring their bodies and 
neural pathways at a molecular levd before spawning them anew. 


Purchase this Requisition at any time, Select one Hive TENDRIL 
unit from your Order of Battle that has no Battle Scars. That 
unit loses any or all Battle Traits it currently has. For each Battle 
Trait it lost, you can now select a new Battle Trait for it 


AN INTELLECT VAST AND COLD ARP 


The gestalt consciousness of the Great Devourer is omnipresent 
throughout the hive fleets, always urging its mindless, ravenous 
swarms on toward whatever strategic goals will see them best feed, 
grow and spread. 


Purchase this Requisition during the Select Agendas step of 
the battle, You can select one additional Agenda to use during 
this battle and up to two of your Agendas can be selected from 
the Tyranids Agendas (pg 78). Atleast one of the Agendas you 
select must be from the Tyranids Agendas. 


ADAPTED PHYSIOLOGY ARP 


Every warrior organism in the Tyranid race is fashioned by the 
ineffable alien will of the Hive Mind. Their flesh and ch 
endlessly mutable, honed into whatever form will prove most 
lethal to its prep. 


Purchase this Requisition when you add a Hive TeNDRI unit 
to your Order of Battle, or when a HIVE TENDRI unit in your 
Crusade force gains a rank. 


You can give that Hive TENDRIL unitan Adaptive Physiology (pg 
66). The Adaptive Physiology that Hive TeNDRIL unit is given 
must be one that it can have. Makea note of the Adapt 
Physiology on that HIVE TENDRIL units Crusade card and 
increase its Power Rating appropriately You cannot give a HIVE 
‘Tewonit unit an Adaptive Physiology in this manner if doing 
so would cause your total Power Level to exceed your Crusade 
forces Supply Limit 


If your Crusade force includes any Hive TENDRIL units, you can spend Requisition points (RPs) on any of the following Requisitions 
in addition to those presented in the Warhammer 40,000 Core Book. 


SYNAPTIC BIOREGENESIS 2RP 
As the needs of the swarm change, so the Hive Mind is able to 
break down the physical form of its synaptic node-beasts while 
preserving their neuro-ganglia and the cached sense-impressions 
therein. This neural mass is then encased in a new and more 
suitable physical form. 


Purchase this Requisition at any time. Select one SYNAPSE unit 
from your Order of Battle and replace it with a new Synapse unit 
from the same hive fleet. You cannot purchase this Requisition 
if doing so would cause your total Power Level to exceed your 
Crusade forces Supply Limit. The newly added Synapse unit 
starts with the same number of experience points as the unit 

it replaced and immediately gains the appropriate number of 
Battle Honours for its rank. 


NEURO-HYBRIDISATION = ARP 


‘To view the warrior organisms of the hive fleets as distinct 
individuals is to fundamentally misunderstand the nature of 
their gestalt bond. Leader organisms have been observed to 
exchange behaviour patterns, predatory specialisms and even 
Psyker analogous abilities from one conflict to the next. It is 
theorised that such organic data is all filtered easily through the 
synaptic network 


Purchase this Requisition at any time, Select two Synapse 
units from your Order of Battle. Swap the Synaptic Imperative 
abilities (pg 88) of those two units with one another. 

Make a note on their Crusade cards of their new Synaptic 
Imperative abilities. 
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BATTLE TRAITS Srane units ne perience 


When a HIVE TENDRIL unit gains a Battle Trait, you can use one of the tables below points, and so can never gain Battle 
instead of one ofthe tables in the Warhammer 40,000 Core Book to determine what cm EE en 

Battle Trait the unit has gained. To do so, roll one D6 and consult he appropriate table MN 

to randomly determine what Battle Trait the unit gains, or choose a Battle Trait that eee DESEE. 
tells the best narrative for your unit. All the normal rules for Battle Traits apply (e.g. 


can mark the Experience Poi 
å unit cannot have the same Battle Trait more than once). As with any Battle Honour, ion of their Crusade card as N/A to 


make a note on the units Crusade card when it gains a Battle Trait and increase its read 
Crusade points accordingly, as described in the Warhammer 40,000 Core Book. 


HIVE TENDRIL UNITS SYNAPSE UNITS 
(EXCLUDING SYNAPSE UNITS) MR ER 
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D6 TRAIT 


Strength Born of Hunger 
These warior organisms are possessed of ravenoushunger, 
theireagerness to wear and rend flesh lending their blows 
additional frenzied strength, 


Add 1 to the Strength characteristic of models in this unit 


Instinctive Autonomy 

This brood possess heightened tactical instincts that allow 
them to hunt effciontly even without direct synaptic oversight. 
While his unit is within 28" ofa friendly <Hive FL eer» 
SYNAPSE model, this unit counts as being within 5" ofthat 
model forits Sunapse ability [pe 88). 


Fleet of Claw 

These warior organisms move with lithe rapidity, the better to 

lose the distance to their prey and begin heir killing frenzy. 

+ Each time an Advance rollis made forthis unit, treata roll of 
125 3instead, 

+ Each time charge rollis made fr this unit, treat each dice 
resultofi-2as 3 instead, 


Unfathomable Terror 
These eader-beasts emanate the unfathomable wil ofthe 
Hive Mind, an alien consciousness so vostitdives prey 
creatures mad. 

Atthe end of your Movement phase, select ene enemy 

unit within 9 of this unit, Roll one D6 and addthis units 
Leadership characteristic tothe result Youropponent rolls 
one D6 and adds that enemy unit's Leadership characteristic 
to ther result. If your total Is greaterthan your opponent's, 
until the start of your next Movement phase, that enemy unit 
Cannot be selected toAdvance and the Move characteristic of 
models init are halved, 


Lingering Presence 
Sven ifits physical frame is destroyed, the neural imprint 
ofthis leader beast continues to echo rough the synaptic 
network. 

Sache you usetheSynaptie Legacy Stratagem [pg 53). 
his uni destroyed and its Synaptie Imperative abiity ls 
Selected forthe Stratagem, reduces CP cest by C Note 
thatthe CP costis onlygreduced by 1CPforthatuse ofthe 
Stratagem, any futureusages ofitcostthe romal amount 
ofthe 


Armoured Biomorph 
This brood boasts thickened and extended chitinous 
corapaces. 

Add Ltothe Toughness characteristic of models in this unit. 


BATTLE SCARS 


When a Hive TexoniL unit gains a Battle Scar, use one of the tables below instead of one of the tables in the Warhammer 40,000 
Core Book to determine what Battle Scar the unit has gained. To do so, roll one Dé and consult the appropriate table to randomly 
determine what Battle Scar the unit gains, or choose a Battle Scar that tells the best narrative for your unit. All the normal rules 
for Battle Scar apply (e.a unit cannot have the same Battle Scar more than once). As with any Battle Scat, make a note on the 
units Crusade card when it gains a Battle Scar and decrease its Crusade points accordingly, as described in the Warhammer 40,000 


Core Book 


HIVE TENDRIL UNITS (EXCLUDING SYNAPSE, 
GENESTEALERS AND LicTOR UNITS) 


SCAR 


Uncontralable 
Lingering neural trauma hos lef this brood with a damaged 
connection tothe synaptic network 

This unitis not affected by the Synaptic Imperative abilities 
friendly Synapse models, 


Mindless Focus 
Overdeveloped prey-response hstincts drown out thehigher 
{fonctions ofthis brood, causing them to obsessively focus 
‘onthe nearest prey to the exclusion of more strategically 
important tergets. 

Each ime his unitis selected to shoot, models in this 

unit ean enlytargetthe closesteligible enemy unit when 
resolving this units attacks, 


‘SYNAPSE UNITS 


06 


SCAR 


Neural Dissonance 
Due to neurosynaptic feedback orcranial domage, this 
biafom struggles to mesh fully with of the Hive Mind. 
When usingthe ability ofanother friendly model to select 
suntin Synaptic Link range [pg 87], his utis not 
treated as havingtheSvnapse keyword 


Lobe Impairment 
Although this organism can stl provide newarnior organisms 
‘round it with basic synaptic imperatives, itis no langer able 
to contro their behaviour. 

While this unit has this Battle Scar, it loses the Synapse 
ability [pg 89). 


Generate a Battle Scar from the 
Warhammer 40,000 Core Book 
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E PSYCHIC FORTITUDES 


When a HIVE TENDRIL PSYKER unit gains a Psychic Fortitude, you can use the table below: If you do so, roll one D6and consult the 
> table to randomly determine what Psychic Fortitude the unit gains, or choose a Psychic Fortitude that tells the best narrative for 


y your unit. All the normal rules for Psychic Fortitudes apply (e.g. a unit cannot have the same Psychic Fortitude more than once). As 
m with any Psychic Fortitude, make note on the units Crusade card when it gains a Psychic Fortitude and increase its Crusade points 
y By D 
E decora described athe Warhammer 40000 Core Bock 
P 

PSYCHIC FORTITUDES 

= D6 TRAIT D6 TRAIT 

E Warp Tenaris 

5 This organisms localised emp presence manifests asa — 

m within nesaf malignan erdil ati ana vine Lp RR 
De Minds and souls, reinig them of purpase and cousge. energies flow throughit to infuse nearby breods with strategic 
oF Eachtinean enemy units selected fora psychic power purpose, bolstering their already deadly capabilities. 

im x ense aia ean computar | 4) rye ratte hooey mece pet paver 
XA ON ci por Nette | in each of our Psyche phases, select one friendly <Hive 
ik and sear GE OUR SUENE pant uit ont FLEET> unit within 9" oF this unit. Until the start of your next 
kreps Command phase, tani gn the Objective Secured aby 
es ae ud [see the Warhammer 40,000 Core Book). 
thatenemyunit 
+ Subtact fom Combat tion tests takenforshatenemy unit 
Ficken | 
This organism phases unsertlingly in and ostofrealityosthe | 
This biofar hos been transformed into anorganic focusing. “synaptic energies of tne Hive Mind low through i, alla 
lens] 'malevolentshadaw in the Warp. ‚itio meld into shadow and smoke only to reoppearnearby — 
me En 5 x e 
Eve ne an enemy untatnpieto dey pete poner Catching ie unsuspecting rbd sie, | 
manfred buthis unit Den he Wc ol clas Tho frame thun successfully manifests apsuchic power 
"doute naenemgan sus Fetis ofthe Warp. ineach of yourPayehe pases, Kean makea Normal oven) 
won: 
pna noae 
en Aseynapteenergies crackle trough the enhanced cerebral 
ER veier of i fon, As conductiityof he Hive Minds 
kid ilg ta E roes rar ferske ar 
3 MP A & — brood-beasts the advantage. 
Eachtimethis unitsuccessf‘uly manifests a psych power, 
setene enemy uniting ofhsunitanrallne sona. | ERetmethe unitsuscessfuly manifests psc power 
Fes detail los i nt str four oc Psychic phase, td tote range of 
E w å this units aura abilities and Synaptic Imperative abilities (toa 
maximum ati). 


CRUSADE RELICS 


When a HIVE TENDRIL CHARACTER model gains a Crusade Relic, you can instead select one of the Relics listed below. All the usual 


rules for selecting Crusade Relics, as described in the Warhammer 40,000 Core Book, apply. When a model from y 


a Crusade Relic, replace all instances of the <Hive FLEET> keyword on that Relic rules, if any, with the name of the hive fleet that 


your model is drawn from. 


ARTIFICER RELICS 
Å HIVETENDRIL CHARACTER model can be given one of the 
following Artificer Relics instead ofone of the ones presented in 
the Warhammer 40,000 Core Book. 


Spirit-leech Cortex 

This rare cranial adaptation allows is monstrous host to 
psyehically drain the life from its prey, feeding off their psionic 
Essence and using it as fuel to both regrow and augment ës form. 


PsyxeR model only. In your Psychic phase, each time an enemy 
unit loses a wound as the result of a mortal wound inflicted by a 
psychic power manifested by the bearer: 


+ The bearer regains 1 lost wound (to a maximum of 3 re 
wounds per phase) 

+ Until the start of your next Psychic phase, add 1 to the 
bearer Strength characteristic (to a maximum of +3). 


Balemind Membrane 
This foul net of neuro-membrane infsts the cranial cavities of its 
host and amplifies their offensive psydto-synaptic aptitude. 


Psyke model only. Each time the bearer successfully manifests 
a psychic power or performs a psychic action, ifthe result of the 
Psychic test was 8+, that psychic power or psychic action cannot 
be denied. 


ANTIQUITY RELICS 

Å HIVE TENDRIL CHARACTER model of Heroic rank or higher can 

be given one ofthe following Antiquity Relics instead of one of 
the ones presented in the Warhammer 40,000 Core Book. Add 
1 to a units total Crusade points for each Antiquity Relic it has 
~ this is in addition to the +1 from gaining a Battle Honour, for 
atotal of +2 


Mortrex Implant Attack 

This bio-artfact can penetrate the thickest armour in order to 
implant dozens of Ripper parasites within a host. In seconds, 
they grow to full size, devouring the host from the inside out and 
bursting forth in a shower of gore. 


+ Each time the bearer makes a melee attack, improve the 
‘Armour Penetration characteristic of that attack by 1. 

+ Each time the bearer makes a mdee attack, on an unmodified 
‘wound roll of6, the target suffers 1 mortal wound in addition 
to any normal damage. 

+ Each time the bearer fights, if one or more enemy models 
(excluding Ventcue models) are destroyed when resolving its 

attacks, after the fight is resolved you can select one friendly 

«Hive FLEET>RIPPER SWARMS unit within 12" of the bearer, 

If you do so, add 1 «Hive FLEET> Riper SWARMS model to 

that unit. If any of the destroyed models had the Monster 

keyword, add D3 models to that RIPPER SWARMS unit instead. 

When setting these models up on the battlefield, they cannot 

be set up within Engagement Range of any enemy units, 

unless those enemy units are already within Engagement 

Range of that Ripper SWARMS uni. 


Slayer Sabres 
At the hilt of each of these enormous, curving blades is a shell 

of diamond-hard chitin. This houses the brain ofthe weapon- 
symbiote, a semi-sentient organism linked with the bearer: With 

a mental command, the wieder can generate a surge of psychic 
energy that incinerates the unfortunate victim from the inside out. 


Model equipped with bonesword or monstrous bonesword only 
‘That models bonesword or monstrous bonesword gains the 
following abilities: 


+ Each time the bearer is selected to fight, after resolving its 
attacks, select one enemy unit hit by an attack made with this 
weapon this phase, and roll one D6: on a 2+, that enemy unit 
suffers D3+1 mortal wounds. 

+ Each time an attack is made with this weapon against a 
PSYKER unit, ifa hit is scored, in your opponents next Psychic 
phase, that unit cannot attempt to perform psychic actions. 

+ Each time an attack is made with this weapon against a 
PSYKER unit, you can re-roll the wound roll. 


LEGENDARY RELICS 

Å HIVETENDRIL CHARACTER model of Legendary rank can be 
given the following Legendary Relic instead of one of the ones 
presented in the Warhammer 40,000 Core Bock. In addition, 
in order to give a model a Legendary Relic, you must also pay 
1 Requisition point (ifyou do not have enough Requisition 
points, you cannot give thet model a Legendary Relic). Add an 
additional 2 to a units total Crusade points for each Legendary 
Relic ithas — this is in addition to the +1 from gaining a Battle 
Honour for a total of 43. 


The Norn Crown 

First named by Inquisitor Kryptman, the Nom Crown is a 
unique parasitic organism that burrows needle-like cerebral 
bores directly into the brain of its host, forming a neuro-synaptie 
link thet wets as a hyper-conduit for the Hive Mind. Through this 
abhorrent union, the Hive Minds indomitable vill an pour forth 
to augment and control the hordes of lesser Tyranids that scuttle 
in the lader-beasts wake. 


+ Once per battle; at the start of the battle round, when 
selecting a Synaptic Imperative ability to be active for your 
army if the bearer is on the battlefield, you can select the 
bearers Synaptic Imperative ability, even if has already been 
active for your army. 

+ While the bearer is on the battlefield, all friendly «Hive FLEET> 
Suuese units count as being within 12" of one another for the 
purpose of selecting a unit within Synaptic Link range of one 
of them. 


ir army is given 
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- CRUSADE 


ARMY 


As a member of the Warhammer Community Team 


- and occasional Warhammer TV presenter, Eddie 


y Ecclesiis a familiar face to many hobbyists. Some of 
them may not know about the alien menace lurking 
just beneath his cheerful exterior, however. 
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One öfthe most exciting and enjoyable aspects of collecting a 
"Tyranid'ürmyfor Warhammer 40,000 is the sheer adaptability 
of the model range, With its huge variety of units comes 
the opportunity to theme your collection towards whatever 
tabletop strategies and tactics you prefer. Meanwhile, the 
‘ever-increasing number of hive fleets and their splinters opens 
«the door to almost any colour scheme you wish to paint. The 
organic and fluid nature of warrior organisms means that 
whatever monstrous miniature conversions you dream up. 
they will lookthe part. Combined with the Tyranids entirely 
biological technologies and their unique place within the 
Warhammer 40,000 setting, all ofthis allows collectors, painters 
and gamers to draw their inspiration from myriad unusual 
sources before bringing their ideas to life on the gaming table. 


When collecting his own splinter leet, Eddie took full 
advantage of tis thematic flexibility. He was first attracted to 
the Tyranid range thanks to its vibrant organic nature and his 
love of the menacing alien models. As an avid converter and 
painter, Eddie was particularly inspired by the striking effect 
that massed Tyranid broods painted with a unified palette 
achieve on the tabletop. For his colour scheme, he looked to 
some of the stranger creatures that exist in the real world, 
settling on the colourful and dangerous mantis shrimp. This 
isa great way to discover effective paint schemes for Tyranid 
armies, with there being few weird and wonderful things that 
mature hasn already spawned! 


In terms of his army's backstory, Eddie decided to stay on 
theme and called his force Hive Fleet Mantis. A relatively 
‘small splinter fleet, this swarm preys upon worlds that have 
been infiltrated and weakened by its dedicated Genestealer 
Cult. Moreover, to accommodate Eddie's particular soft spot 
for vanguard organisms, Hive Fleet Mantis makes up for its 
comparative scarcity of biomass by employing many such 
stalking predatory assassins. 


With his background, colour palette and preferred army 
composition firmly established, Eddie went on to build a 
truly imposing force. As with most of his projects, it includes 
a number of converted models, and he will likely acquire. 
more as Hive Fleet Mantis grows and fights in more Crusade 
battles. Of particular note is the Hive Tyrant, which Eddie 
wanted to appear especially inscctile, This effect has been 
achieved by swapping the Tyrant’ usual head out for that 
ofa Zoanthrops, and adding wings from the Nurgle Plague 
Drones kit to create a swarm-leader worthy of the title. His 
Mawloc is also an eye-catching and nightmarish conversion, 
which was built to capture the sudden and shocking moment 
when the subterranean monster bursts through to the surface 
and attacks. 


CRUSADE RULES 


DATASHEETS 


This section contains the datasheets that you will need to fight battles with your Tyranids miniatures, as 
well as details of army-specific abilities. You can find out howto use datasheets in the Warhammer 40,000 


Core Book. 


THE <HIVE FLEET> KEYWORD 


Many datasheets in this section have the «Hive Fueer> keyword. 
‘This is a keyword that you can select for yourself as described 
in the Warhammer 40,000 Core Book, with the guidance 
detailed below. 


TyRaNIDS units are drawn from a hive fleet, When you include 
such a unit in your army, you must nominate which hive 
fleet itis from and then replace the cive uter» keyword in 
every instance on its datasheet with the name of your chosen 
hive fleet. This could be one of the hive fleets detailed in a 
Warhammer 40.000 publication, or one of your own design. 


Example: Ifyou include a Winged Hive Tyrant in your army; and 
ou decide it is from Hive Fleet Kraken, its cHive FuEEt> keyword 
becomes KRAKEN and its Will of the Hive Mind ability reads, 

"In your Command phase, select one friendly KRAKEN CORE unit 
within Synaptic Link range of this model. Until the start of your 
next Command phase, each time a model in that unit makes an 
attack, re-rol a hit roll of 12 


Ifyour army is Battle-forged, you cannot include units from 
two different hive fleets in the same Detachment. You can find 
‘out more about Battle-forged armies in the Warhammer 40,000 
Core Book 


WEAPON PROFILES 


‘The weapon profiles found on a units datasheet describe the 
primary weapons that models in that unit can be equipped with. 
‘Some weapons are only referenced on a datasheet; profiles for 
these, and all other weapons, can be found on pages 124-125. 


ABILITIES 


A units datasheet will list all the abilities it has Certain abilities 
that are common to many units are only referenced on the 
datasheets rather than described in full. These abilities are 
described below. 


SYNAPSE 
While a friendly <Hıve FLeet> unit is within 6" ofthis unit, that 
unit automatically passes Morale tests 


SHADOW IN THE WARP (AURA) 


While an enemy PSYKER unit is within 18" ofthis unit 


+ Subtract I from Psychic tests taken for that enemy unit. 
+ Each time that enemy unit suffers Perils of the Warp, it suffers 
1 additional mortal wound. 


SWARMING MASSES 
Each time this unit fights, models in this unit can fight if; 


+ Theyare within Engagement Range of any enemy units, 
+ They are within 2%” of any enemy units. 


TÉ in the Fight phase, this unit is subject to any other rules that 
would reduce the number of models from this unit that are able 
to fight then neither those rules nor the Swarming Masses rule 
take effect for that phase. 


DEATH FROM BELOW 

Daring deployment, you can set up this unit underground 
instead of setting it up on the battlefield. If you do so, then 
during the Reinforcements step of one of your Movement 
phases, you can set up this unit anywhere on the battlefield that 
is more than 9" away from any enemy models 


SYNAPTIC LINK RANGE 


Some abilities refer to selecting a unit that is within Synaptic 
Link range of the unit with the ability. When selecting a 

unit within Synaptic Link range ofa <Hive FLEET> SYNAPSE 
unit, you can select any unit that is within 12" of that unit, as 
shown below: 


ee 
e Weitiagants 
Broodlord 
P 
. 
Hormagaunts 


In this example, the Termagants are within Synaptic Link range of. 


the Broodlord, while the Hormagaunts are not. When selecting a 
unit for the Broodlord Vicious Insight ability, the player can only 
select the Termagants. 


Jf, however there are any other friendly «Hive FLEET> Sase 
Units that are also within 12" of that unit, then you can instead 
select one of the units that is within 12" of any of those <Hive 
Fuer» Synapse unit, as shown below: 


Hive Tyrant 


Genestealers 


If those <Hive Fuger> Synapse units also have other <Hive FLEETS 
Svnarss units within 12" of themselves, then they increase the 
area over which units can be selected from in the same manner. 
This continues for as long as there are friendly <HIVE FLEET> 
‘Smupse units within range of one another, as shown below: 


Genéstealers 


e 
e. 


Zoanthrope 


© Terimagants, 
12 


“Hormagaunts 


In this example, the Zoanthrope, which is a «Hive FLEET> SYNAPSE 
unit, is within 12" of the Hive Tyrant, which is itself within 12" of 
the Broodlord. As such, when selecting a unit for the Broodlord’s 
Vicious Insight ability, the player can select any unit within 12" of 
either the Broodlord, the Hive Tyrant or the Zoanthrope, which in 
this case is the Termagants or the Genestealer 


Note that while the Tervigon is a <HIVE FLEET> SYNAPSE unit, 
itis not within 12" of the Broodlord. As such, even though the 
Hormagaunts are within 12" ofthe Tervigon, they cannot be 

selected for the Broodlord’s Vicious Insight al 


e x 
e ES 
Hormagaunts 
1n this example, the Hive Tyrant, which is also a <Hive Fueer> 
SvNAPSE urit, is within 12" of the Broodlord, As such, when 
selecting a unit for the Broodlord' Vicious Insight ability, the 
player can select any unit within 12"of either the Broodlord 
or the Hive Tyrant, which in this case is the Termagants or 
the Genestaalers 
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SYNAPTIC IMPERATIVE ABILITIES 


If every unit from your army has the HIVE TENDRIL keyword (excluding UNALIGNED units) and each of those 
units (excluding LIVING ARTILLERY units) is from the same hive fleet, then SYNAPSE units from your army 


gain a Synaptic Imperative ability depen: 


Each Srwarse unit has their own Synaptic Imperative, These 
are abilities that affect friendly units within a set range, in 
much the same way as aura abilities do. As with auras, the 
effects of multiple, identically named Synaptic Imperative 
abilities are not cumulative (i.e. if unit is within range of two 
models with the same Synaptic Imperative ability, that ability 
only applies to the unit once). However, while similar in many 
regards to aura abilities, Synaptic Imperative abilities are not 
affected by rules that affect aura abilities, and vice versa. 


1g on which one is currently active for your army. 


Atte start of the battle round, you can select one of the Synaptic 
Imperative abilities from a unit from your army (ee below). You 
cannot select a units Synaptic Imperative ability if that unit is 

not on the battlefield, or if you have selected that ability earlier 

in the battle. Until the end ofthe battle round, that Synaptic 
Imperative ability is active fe your army and it is gained by each 
ofthe Smarse models from your army. The Synaptic Imperative 
abilities, and which Svnarse units unlock theta, are found below 


HIVE TYRANT: RELENTLESS FEROCITY 

While this Synaptic Imperativo ability is active for your army 
sind a friendly Hive Tenori unit is within 6" of this Smmarse 
model, thatunit is eligible to declare a charge in a turn in which 
it Fell Back. 


BROODLORD: PREDATORY GUILE 

While this Synaptic Imperative ability is active for your army 
and a friendly Hive TenomuLIneanrer anit is within 6” of this 
Svaarse model, each time an attack targets that unit, that unit is 
treated as having the benefits of Light Cover against that attack. 
If that unit was already receiving the benefits of Light Cover 
against that attack, it is treated as also having the benefits of 
Heavy Cover agains that attack 


TYRANID PRIME: GUIDEMIND 

While this Synaptic Imperative ability is active for your army 
and a friendly Hive TewbmiL unit is within 6” of this Srwarse 
‘model, each timea model in that unit makes a ranged attack 
that targets a unit within 24" an unmodified hit roll of 6 scores 1 
additional hit 


TERVIGON: SURGING VITALITY 

While this Synaptic Imperative ability is active for your army 
and a friendly Hive TenoRit unit is within 6” of this Sruarse 
model, each time that unit is selected to make a Normal Move 
or Advance, untilthe end of the phase, add 2* to the Move 
characteristic of models in that unit 


NEUROTHROPE: PSYCHIC AUGMENTATION 
While this Synaptic Imperative ability is active for your 
army and a friendly Hive TeNDRIL unit is within 6" of this 
Svmarse model: 


Add 1 to Psychic tests taken for that unit 

Add 1 to Deny the Witch tests taken for that unit, 

Fach time a model in that unit would lose a wound as the 
result ofa mortal wound, roll one D6: on a 5+, that wound is 
not lost. 


TRYGON PRIME: THRASHING DEMISE 
While this Synaptic Imperative ability i active for your 
army and a friendly Hive Tenortt unit is within 6 of this 
Svnarse model 


Fach time you rolla dice for the Death Throes ability ofa 
model in that unit, add 3 to the roll 

Each time a model is destroyed in that unit asa result ofa. 
melee attack, if that model does not have the Death Throes 
ability roll one D6: on a 6 the attacking models unit suffers 1 
mortal wound after making all of its attacks 


TYRANID WARRIORS: GOADED TO SLAUGHTER 
While this Synaptic Imperative ability is active for your army 
and a friendly HIVE Tenoni unit is within 6” of this SYNAPSE 
model, each time a model in that unit makes a melee attack, an 
‘unmodified hit roll of 6 scores 1 additional hit, 


MALECEPTOR: PSYCHIC OVERSIGHT 

While this Synaptic Imperative ability is active for your 
army and a friendly Hive Tenori unit is within 6" of this 
Svnarse model: 


+ If thatunitis performing an action, it can make ranged 
attacks without that action failing. 

+ That unit can start to perform an action, even fit Advanced 
or Fell Back this turn, 

If that unit has the Perken keyword, performing a psychic 

action does not prevent it from manifesting psychic powers, 


ZOANTHROPES: WARP SHIELDING 

While this Synaptic Imperative ability is active for your 
army and a friendly Hive TENORIL unit is within 6 of this 
Svnarse model: 


+ Monster models in that unit have a 4+ invulnerable save, 
+ Models (excluding Monster models) in that unit have a 5+ 
invulnerable save. 


PARASITE OF MORTREX: SWIFT ONSLAUGHT 
While this Synaptic Imperative ability is active for your army 
and a friendly Hive Tewbait unit is within 6” of this Sraapse 
model, each time a model in that unit makes a pile-in or 
consolidation move, it can move up to an additional 3° (to a 
maximum of 9") 
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WINGED HIVE TYRANT 11 power 


hoacteriaie change as t sufera damage 


Some ofthis modi 


1 Winged Hive Tyrant [2+ woundsremairing) 16° 2+ 2+ 10 03 
Winged Hive Tyrant (48 wounds remaising) 12" 3+ 3« 


Winged Hive Tyrant (1-3 wounds remaining) 8" — 4+ 


NAS 10 3 


A Winged Hive Tyrant is equipped with: monstrous bonesword; prehensile pincer tail; Tyrant talons; lash whip. 


WEAPON RANGE TYPE S AP D ABILITIES 
Heavy venom cannon 3€ Haas 9 3 4- 
Stanglethem cannon 36° Wemp$ 8 2 2 Bist 
Nonetrousbenesword Melee Melee a 4 3 


Each time thebearer fights, it makes 
ditional avse wi thie weapon. 

Each time the bearer fights, it makes? = 
additional attacks with this weapon. 4 


UTHERWARGEAR — ABILITIES 


The bearer gains the ADRENAL GLANDS keyword. Add 17 to the Move characteristic and add 110 
the Strength characteristic of the bearer. 


The bearer gains the Lis War keyword. Each time the bearer makes a melee attack, roll 
ahitrolor t 


Nonstrousseythingtalen Melee Melee Ue 3 2 


Tyranttalons Melee Melee User 


arenal glands 


Lash wip 


Each time the bearer is selected to fight, when resolving ts attacks you can reto one hit roll 
orone wound roll 

The bearer gains the Toxin Sacs keyword Each time the bearer makes a melee attack, an 
unmodified hit rollof automatically wounds the target. 


WARGEAR OPTIONS: 


* This models monstreus bonesword and lash whip can be replaced with ane ofthe following: 1 heavy venom cannon; 1 “å 
stranglethorn cannot; 2 monstrous seythingtalons. 

+ This model can be equipped with 1 adrenal glands. 

+ This model canbe equipped with 1 toxin sacs. 


"ABILITIES 4 


Synapse, Shadowin the Warp [pg 8] Death rom Above: During deployment, you can setup. 
psy Bamer, ie madelhas 4s ivulnenblesave, this model high inthe skies instead of senting k up othe 
T bateíel If you do so, ten during the Reinforsements 
ilo he Hive Mind: your Command phase, select 
one friendly «Hive FLeeT> Cone unitwithin SgnapticLink — **P alone of your Movement phases, you can set up this 
ia : s modelangwhere on the battlefield that is more thang" 3 
tage og 97) ofthis model fe ang enemy modes ard unl the end ofthe When the Hive Mind 
maná phase sschime 3 model inthatunitmakesan u you can esol charpe rols made fort modet oys airborne swarms, 
Death Throes: When this model is destroyed, roll one D JE 
seforeremoving i fam play On the cosestenemy— VAN 
uit wing suffers D3 mora wounds of nightmarish organic 


PSYKER! apons, their monstrous 


‘This model can attemprto manifest two psychic powers in your Psychic phase and anemptto deny one psychic power 
in your opponents Psychic phase. knows Site and two psychic powers fom the Hive Mind discipline [pg 69), ' 


Prehensilepincertil 


Toxin sacs 


Mind, these dread swarm 
leaders spread terror and 
death wherever the dark 


FACTION KEYWORDS: Hive TENDRIL, TYRANIDS, <HIVE FLEET> 
KEYWORDS: MONSTER, CHARACTER, FLY, SYNAPSE, PSYKER, HIVE TYRANT, HORNED CHITIN, WINGED HIVE TYRANT shadow of their wings falls 


HIVE TYRANT 9 power 


Some ofthis models characteristics change as it suffers damage, as shown below: 


No. Name M WS BS S T A dd Sy 
Hive Tyrant (?+ wounds remaining) T w æ o? 8 R 5 10 2 
Hive Tyrant (6 wounds remaining) $ 3€ * 2 08 AK s 3 RR 
Hive Tyrant (1.3 wounds remaining) 5 44 7 8 om os 1w oz 


Alive Tyrantis equipped with monstrous bonesword 2 monstrous seything talons; lash whip, 
"WEAPON: RANGE TYPF S AP D ABILITIES 
Heawyvenom cannon 38 Heawy 3 E 
Stranglethorn cannon 36° WemyD*3 8 2 2 Blast 
Monstousbeneswor Melee Melee FEE 


Monstousscytingtnlon Melee Wele Mer = Ze 
OTHER WARGEAR ABILITIES. 


The bearer gains the ADRENAL GLANDS keyword. Add 1"to the Move characteristic and add 110 
the Strength characteristic ofthe bearer. 


The bearer gains the Last Wine keyword. Eachtime the bearer makes a melee attack, reroll 
ahtrollof; 


Adrenal glands 


Lash whip 


The bearer gains the Tonin Sacs keyword. Each time the bearer makes a melee attack, an 


Toxin sacs unmodiid hit roll of automatically wounds the target 


WARGEAR OPTIONS 


This models monstrous bonesword and lash whip can be replaced with ene ofthe following: 1 heavy venom cannon; 1 
stanglethor cannon, 
his models 2 monstrous scything talons can be replaced with one ofthe following: 1 heavy venam cannon; 1 
Stanglethorn cannon This model cannot be equipped with both a sangethom cannon and a heavy venom cannon. 
* This model can be equipped with adrenal glands. 
* This model can be equipped with 1 toxin sacs, 


‘Synapse, Shadow inthe Warp [pg 85] Psychic Barier: This model has a 4 invulnerable save. 
nd Will the Hive Mind: In your Command phase, select  Desth Throes When this model is destroyed roll one 06 

AAA one friendly <Hive FLEET> CORE unit within SynapticLink beforeremovingi from play. Oma 6s, the closest enemy 

E y range (pg 87] ofthis model. Until thestartofyournext unit within € suffers 03 mortal wounds. 

$ Command phase, each time a model in that unit makes an 

attack, rola hit roll of 1. 


‘This model can attempt to manifest two psychic powers in your Psychic phase and attempt to deny ane psychie power 
in your opponent Psychic phase. knows Smite and wo psychic powers ftom the Hive Mind discipline (pg 9) 


yrants commar 


Hive Tyrants bestride 
the battlefield, de: FACTION KEYWORDS: Hive TENDRIL, TYRANIDS, <HIVE FLEET> 
comes for the prey KEN WORDS: MONSTER, CHARACTER, SYNAPSE, PSYKER, HORNED CHITIN, HIVE TYRANT 


THE SWARMLORD 


Some ofthis models characteristics change av suffers damage, as shown below 


No. Name WS BS S T Ww A Ld Sv 
eS a WERE XC 


Bone sabres Melee Melee 


E AP 
“n os 


"m 


ABILITIES. 


‘Synapse, Shadow in the Warp (pg 86] 
Psychic Barer: 
‘Blade Parry: Once per um, the first ime a saving throw 
‘mage against a melee attack is failed for this model, the 
Damage characteristic of that attack is changed to 0. 


his model as a4» Invulnerable save. 


Domination ofthe HiveMind: In your Commard phase, 
select one friendly «Hi Fuzer> Cont uni iin 
Synaptic Link range (pg8?) ofthis model Unti the start 
af your next Command phase, each time a modelin hat 
Enit makes an attack, you can relle hit rol, 


PSYKER 


This model can attemptte manifest two psychic powers in your Psychic phase and attempt to deny wo psychic powers 


Hive Commander: In your Command phase, select 
ono friendly eMe FL eer» Cong unit within Synaptic 
Link range ofthis model, Untithe start of your next 
Command phase, that unit gains the Objective Secured 
ability (see the Warhammer 40,000 Core Book] If thet 
unit already has this ability, models in that unit count 
as oneadditional model when determining control ofan 
objective marker, 

Death hross: When this modela destroyed, oll ene DS 
before removing it from play, On a Bs, the closest enemy 
unit within 6 suffers D3 mortal wounds. 


in yourapponents Psychic phase. It knows Smite and two psychic powers from the Hive Mir discipline (pg 69). 


FACTION KEYWORDS: Hve TENDRIL, TYRANIDS, <HIVE FLEET> 


KEYWORDS: MONSTER, CHARACTER, SYNAPSE, PSYKER, HIVE TYRANT, HORNED CHITIN, THE SWARMLORD 


Tyranid rac 
death, the 

absorbed through the 
synaptic link and spas 
anew, Ith 

over th 

countless civilisations, 

and with every incarnation 
it only s 


BROODLORD Gua 


No. Name M WS BS S T W A ld Sv 
1 Broodlord Ex e 5 5$ 7 6 10 4 


ABroodlod is equipped with 3roodord claws and ans. 


"WEAPON. RANGE TYPE AP D ABILITIES 


Each time an attack is made with this 
——" - ‘weapon, you can re-ellthe wound roll, 
indica cuve and Ve en User 37 2 and on an unmedifed wound roll of, 

hat attack has an AP characteristic of. 


ABILITIES. 
‘Synapse, Shadow In the Warp [pg 86] Vicious Insight: In your Command phase, selectone 
Lighting REIS Ths model hasa 44 friendly <Hive FLEET> Core unit within Synaptic Link 


pina hen range (pg 87Jofthis model that has not already been 

selected forts ability this tum. Unt the start of your 
next Command phase, each time amadelin that unit 
makes a melee attack, onan unmediied wound roll of 
6, improve te Armour Penetration characteristic ofthat 
anackby 1. 


Vanguard Predator: During coployment, this unit ean 
be setup anywhere onthe batefeldthatis more han 
sy from the enemy deployment zone and any 

anemy models, 


Mightiest and most 
of the 


This model can attempt to manifest one psychic power in your Psychic phase and attempt to deny one psyehie power in 
¡our opponent’ Psychic phase. It knows Smite and one psychic power from the Hive Mind discipline [pg 69). 


à FACTION KEYWORDS: Hive Tennit, TrRANIDS, <HIVE FLEET> 

DTE, KEYWORDS: INFANTRY, CHARACTER, SYNAPSE, PSYKER, BROODLORD 
lines while maximi 
cunning and lethality of 
around it 


NEUROTHROPE 


No. Name M WS BS S T: WA Ld Sv 


unit within 18° of this model suffers a mortal wound, range (pg 87) of this model that has not already been 
selectone (dandy cHive Puisr> Meweriiiaorcor selected forthis ability this tum. Until the start of your 
<HIVEFLEET> ZOANTHROPE nodel within 12 ofthis next Command phase, each time a Psychic testis taken 
mode: That model regains 1 lastwound (to a maximumof forthat untl one additional D6 and discard one of 

3 regained wounds per phase). hadin 


PSYKER 


This model can attempt to manifest two psychic powers in your Psychic phase and attempt ta deny two psychic powers 
in youropponents Psychic phase. tknows Smite and wo psychic powers rom the Hive Mind discipline [pg 69). 


FACTION KEYWORDS: Hive TENDRIL, TYRANIDS, HIVE FLEET> 
KEYWORDS: INFANTRY, CHARACTER, FLY, SYNAPSE, PSYKER, HORNED CHITIN, NEUROTHROPE 


Aeldari believe 
hic parasites to 
pawn of a psychic 

abomination they call 

the Doom of Malan'tai, 


which shattered an entire 


TYRANID PRIME 5 power 


No. Name M WS BS S T W A ld Sv 
1 TyrsnidPime 5 å e 5 5 8 4 d oM 
Alani Prime is equipped wih: devourer Boneswor ash whip. 

MEAPON RANGE TYPE S AP D ABILITIES 

Barbed svangler ES 1 Bast 

Deannspiner pvc i 

Devowrer 18 assats å 1 

Spinefists iro meal EE: 

Venom cannon 36° A 8 2 Blast 

Bonesword Moe Meles 2 2 

Dial bonesvords Melee Melee Bee de 
ending cie Helse Melee E 


í Each time de bearer ins, makes 1 4 
Stighing ston Mem Mm id additional attack with this weapon. 


‘OTHER WARGEAR ABILITIES! i 


The bearer ains the ADRENAL GLANDS keyword. Add 1 to the Move characteristic and add 

to the Strength characteristic ofthe bearer. 

The bearer gains the FLESH HOOKS koyvord. When the bearers unit makes a Normal Move, 

Flesh hooks Advances or Fall Back, the bearer does not count any verticaldistance it moves against 
the total that it can move this tum. 

The bearer gainsthe Lasn Wi keyword. Each time the bearer makes a melee attack, 

‘ell a hitell ot 


Adrenal glands 


Lesh whip 


The bearer gains the Toxin Sacs keyword. Each time the bearer makes a melee attack, an 


Join sacs unmacitied hit alo automatically wounds the target. 


MARGEAR OPTIONS 


*Themadeisbonesvird ad ship canbe replaced with one oft loving dua! bovsvord 2 rending clams; 
2seyting an. 
«Ti dei devour canbe replaced wii one ofthe folowing barbed svange dstpito spin 
venom annan baneeworé and esi dl onesmord renn avs song lon, 
diet tr vid oral and a 
Ti model can be equiped vi 1 fesh hod, er 
"hie mode can be equipped wih xin sacs Stan Less 
rms instinctively 


ABILITIES. attempt to emulate their 


kill with talon. 
‘Synapse, Shadow in the Warp (pg 86) organic firearms alike, 
and — in the 


pe 


Alpha Warrior: in yaur Command phase, selectone friendly cHIVE FLEET> CORE unit within Synaptic Link range (r 
ef this model that has not already been selected for this ability this tum. Until the start of your next Command phase, 
‘each time å model in that unit makes an attack, re-rall a wound roll of, 


mmand of the swarms to 


FICTION KEYWORDS: Hive TENDRIL, TYRANIDS, <HIVE FLEET> keep them moving (91 
KEYWORDS: INFANTRY, CHARACTER, SYNAPSE, TYRANID PRIME as the Hive Mind di 


TERVIGON Tiu 


Some ofthis models characteristics change asit suffers damage, as shombo 


No. Name M WS BS S T W A ld sy 
1. emigon [B+ wounds remaining) C s sk? 8 2 4 0 2 
Tervigon [5-8 wounds remaining) ERA RT TA 
Tervigon [1-4 wounds remaining) eo os os 7 e m 4 40 2 
Mengen is equipped with; singer salvoes massive scything alons, 
WEAPON RANGE TYPE S AP D ABILITIES 


Slingesalvoes 2a Assas 5 4 1 
Massive crushing laws Melee Melee x s på 


Each time an attack is made with this weapon, select one ofthe profiles below to make that 


Massive scythingtalons  fathimes 


Each time an attack is made with this 
E Melee Melee User -3 2 weapon profile, meke 2 hit rolls instead 
oft, 


Sue Melee Melee “a 203 


OTHER WARGEAR — ABILITIES 


The bearer gains the ADRENAL GLANDS keyword. Add 1"to the Move characteristic and add 110 
‘he Strength characteristic ofthe bearer 


re The bearer gains the Toxin Sacs keyword Each time the bearer makes a melee attack, an 
unmodified hit rol of 6 automatically wounds te target. 


'WARGEAR OPTIONS 


* This models massive scything talons can be replaced with 2 massive crushing claws. 
= This model can be equipped with 1 adrenal glands. 
= This model can be equipped with 1 toxin sacs 


Synapse, Shadow in the Warp (pg 86] Brood Progeni 


Adrenal glands 


In your Command phase, select one 


Spawn Termagants: In yout Command phase, you cando — ffendly <HWE FLEET> TERMAGANTS unit within Synaptic 
2 ane ofthe folowing: Link range [pg 87] ofthis modet hat has not already 
Select one friendly cHIVEFLEET> Tenuacanrs unit been selected for this ability this ter, Until the start of 
within 6 ofthis model. Upto 206 destroyed mode's Your next Command phase, each time a model in that unit 
; fom that unitare retumedto iy setthose modelsback Makes a ranged attack, add 1 tothat attack’ hit rol 
2 ‘pon the bate with teirullwounds remaining, Wall of Flesh: White a friendly cHiveFLEET> TeRMAGANTS 
When setting these models up on the battlefield hey unitis within 1” ofthis model f tat un contains 15 or 
mustbe setup wholly within 6 ofthis model and more models andis eloserto any enemy models than 
camotbe setup within Engagement Range of ang this model, hose enemy models cannot target this mode! 
; seunitsare already within with rangedaracks. 
Engagement Range of that TERMAGANTS uni Death Throes: When this modelis destroyed, roll one D6 


+ Oya par batie, ie modeltan spa amen nto! 
Temagars does so, setup ane end citur 
Far Temensanis niten the tino itn 

Xx SUE lr Enge Rang fager UR md li 

: win Go is model Tt Temas un comaina 
10 modes each equipped eshbaers on, you 
su ga que esa pois tuni 
ns trece SEA A A 
abdomeps. These dipping 

l PESAR Tri noaei can apro manifeston psychic pomerin your Psychie phase and attempt den one psychic powerin 

Ba ec our opponent Psychic phase, knows Ste andone oye power fom ha Hive Mind spe [i 
nor konvonns me Teron, Tras, tive rceer- 
I <cnvoros monsre, Cuameren Ss Peter tenncon 


before removing it from play, On a 6+, the closest enemy 
unit within € suffers OS mortal wounds, 


TRYGON PRIME 


Some ofthie modele characteres change as cuffs damage, ns chown below 


No. Name M WS BS S T W A ld Sy 


å Tnygon Prime (Z+ wounds remaining) wo 7 7 14 R 10 RW 
Tygon Prime (46 wounds remaining) EE E 
Trygon Prime (13 wounds remaining) $ se se 7 7 NA G2 0 3 


Augen Prime is equipped with: bio-olectrc pulso with containment spines;toxinspke,Trygor scuthing talons 
WEAPON RANGE TYPE S AP D ABILITIES 


"Bi-elecui pulse with 5 
containment spines i 


Assam 5 2 1 


Each ime the bearer fights, it makes 1 
additional attack wth this weapon, and no 
more than 1 atack can be made withthis 
‘weapon while resolving that gh 


Tygon scythingtalons Melee Melee User cem 


OTHERWARGEAR ABILITIES 


The bearer gains the ADRENAL GLANDS keyword, Add 17to the Move characteristic and add 1 to 


Toxinspike Melee Melee User 


MER the Strength characteristic ofthe bearer. A 
Athe start ofthe Fight phase, select one enemy unit within Engagement Range ofthe bearer. ; 
Bene Roll DS iftherøsuts greater than the oramy unite Leaderehipenaractersti, until the end 


ofthe phase, each tme a modelin that unt makes an attack, thatatacks hit roli cannotbe 
re-rolled and that aracks wound roll cannot be re-lled, 

Each time the heaeris selected t fight, wien resolving ts attacks you can re-roll one hit roll 
orone wound ll 


Prehensie pincer tail 


The bearer gains the Toxin Sacs keyword. Each time the bearer makes a melee attack, an 
unmodified hitrolloS automatically wounds the target, = 


WARGEAR OPTIONS 


+ This models tovinspike can be replaced withone of the following: 1 biostatie rate 1 prehensile pincer tail 
This model can be equipped with 1 adrenal gands. 
* This model can be equipped with 1 toxin sacs 


ABILITIES Spearheading Tyranid x 
‘Synapse, Shadow in the Warp, Death rom Blow pg 86) — Bio-impulses: In your Command phase, select one below, the Trygon Pri 

Serpentine Cols Each ima å lee atackio nado fiende Frest» ConzunsuivinSyrapiclink— MO fiom beneath the 

against this unit, subtract 1 from that attacks hit roll. range (pg 87) of this model that has not already been enemy's feet. Even « : 

selected for this ability this tum. Until the start of your "y Warrior organisms spill up 

next Command phase, add 1 te Advance rolls and add 1 to Den ne net 3] 
charge rolls made ferthatunit. this serpentine sa 
focused bia-electrie charge 
FACTION KEYWORDS: HIVE TENDRIL, TRANIDS,<HIVE FLEET> of its containment spines 
KEYWORDS: MONSTER, CHARACTER, SYNAPSE, BURROMER, TRYGON PRIME blast apart the prey. 


‘Death Throes: When this model is destroyed, rell one D6 
before removing it from play, On a 6s, the closest enemy 
unit within 6” suffers D3 mortal wounds. 


pi 


ua Vn EG 
Nw n. å 
OLD ONE EYE 11 power 
Name WS HS S T WA ld S 
1^ OldOne Eye WA de 6 7 3 P o? 2 


army can only include ane OLD One EYE model 


WEAPON RANGE TYPE s 
Monstauserushingelaw Melee Melee E 
Monstrausseythingtalen Melee Melee User 


Thresher scythe Melee Melee 


‘ld One Eye is equipped with. monstrous crushing claws; 2 monstrous scything talons; thresher scythe; chitin thors. Your 


AP D: ABILITIES 
å 032 - 
= Each time the bearer fights, it makes å 


additional attack with this weapon. 
Each time the bearer fights, t makes 3 

additional attacks wth this weapon, and no 
more than 3 attacks can be made with this 
weapon while resolving that fight. 


Exoskeleton: Each time an atackis allocated 
toths model, subtract I from the Damage characteristic 
ofthat attack [to minimum of 1). This is not cumulative. 
with any other abilities thatreduce the Damage 
characteristic ofan atack, 


Known as the Bea 
Calth, this unstoppab 
brute was first seen during 
the First Tyrannic War. 
Though many have thought 
itslain over the centuries, 
always the scarred monster 
rises again. Whether it is 

a Tyranid subgenusor the 
seme unstoppable monster 
come again is a mystery 


Berserk Rampage: Each time this model fights, ift made 
a charge move or performed a Heroic Intervention his 
‘rn, then until that fights resolved, add D3+1 tothe 
Attacks characteristic ofthis model 

Chita Thorns: Each time this model makes a melee 
attac, improve the Armour Penetration characteristic of 
that attack by 1. 


Alpha Leader: In your Command phase, selectone 
Friendly cHve FLEET> CARMIFEX model within 9 ofthis 
model. Unti the start of your next Command phase, each 
time that model makes an attack, add 1 to thatattack's 
hitrol 


Regeneration: ln your Command phase, this model 
regeneratesand regains upto D3 lst wounds. Each 
model can enly be regenerated once pertum. 

Death Throes: When this modelis destroyed, roll one OG 
before removing it rom play, On a+, the closest enemy 
unit within "suffers 1 mortal wound, 


few in its path live long 
‘enough to pond 


FACTION KEYWORDS: Hive TENDRIL, TYRANIDS, <HIVE FLEET> 
KEYWORDS: MONSTER, CHARACTER, CARNIFEX, HORNED CHITIN, OLD ONE EYE 


TYRANID WARRIORS 


4 POWER 


Name M WS BS S T W A Ld Sv 
Tyranid Warrior E ur 5 5 3 3 9 4 


iftis unit contains between 4 and 6 models, thas Power Rating 8. this unit contains ? or mere models, it has Power 
Rating 12. Every model is equipped with: devourer; bonesword lash whip, 


D ABILITIES 

Bebedevoner EC 

Despite 26 medi 0$ 0 i 

Devourer ads à o 1 

Siret ENS PNEU EUM 

Veromeannen I as 8 3 2 m 

Sense Más Wee — 2 2 2 

Dalbonesvoris Mae Me +2 2 ies 
Pendingciaw [LLL 

‘Soything talon. Melee Melee Vw do qo el 


addtional attack with this weapon. 


OTHERWARGEAR ABILITIES 


See The bearer gains the ADRENAL GLANDS keyword, Add 1" o the Move characteristic and add Ita 

lees ai the Strength characteristic of the bearer: 

The bearer gains the FLESH Hooks keyword. When the bearers urit makes a Normal Mave, 

Flesh hooks ‘Advances or Falls Back, the bearer does not count any vertical distance it moves againstthe 
total that t can move this tum. 

The bearer gains the LASH WHIP keyword. Each time the bearer makes a melee attack, eal) 

Viv ahtrollefi 

The bearer gano the Tonin Sacs keyword! Each time the Bearer makes a melee attack, an 

unmodified hit roll 6 automaticaly wourds the target. 


WARGEAR OPTIONS 


"Ang number of models can each have their benesword and lash whip replaced with ane ofthe following: 3 dual 
boneswords; 2 rending claws; 2 scuthing talons, 

Any number of models can each have their devourer replaced with one of the following 
bonesword and lash whip: dual boneswords; 2 rending claws; 2 scything talons. 

+ For every 3 models in this uni, å models devourer can be replaced with 1 barbed stranger 
+ For every 3 models in shis unit, 1 models devourercan be replaced wth 1 venom cannon. 

+A ofthe models in this unit can be equipped with 1 adrenal glands each. 

«Al ofthe models in this unit can be equipped with 1 flesh hooks each. rong, swift, 


independently intelligent 
“All the models inthis unit can be equippedwith 1 toxin sars each e y intellige 
aus mongst the Hive 


M adaptable 
ABILITIES Tyranid Warriors 


Synapse, Shadowin the Warp (pg 26) are the backbone of many 


Torin sacs 


eathspiter; spinefst; 1 


Warrior Spawning: If your army is Batle-forgod then foreach Detachment that includes any <Hıve FLEET> TYRANID 
Wasnions units, one <Hive FLEET> Teramo PRIME model can be included in that Detachmert without taking up a 
Battlefield Role siot, 


FACTION KEYWORDS: Hive TENDRIL, TYRANIDS, «HIVE FLEET> 


KEIWORDS: INFANTRY, SYNAPSE, CORE, TYRANID WARRIORS rms during battle 
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TERMAGANTS 4 power 


No. Name 


M ws BS S T A dd sw 
€ » 4 9 3 1 1 $ & 


1040 Termagant 


Ifthisunit contains between 11 and 20 models, it has Power Rating 8 fts unit contains 21 or vore models, i. has Power 
Rating 12. Every model is equipped with: fleshboror. 


WEAPON RANGE TYPE S AP ^D ABILITIES 


Heshborer ar Assutt SO AO 1 - 
Temagant devaurer EE 0i - 
Termagantspinefiss 12 Pisol2 3 o 1 


OTHER WARGEAR ABILITIES 


pe The bearer gains the ADRENAL GLANDS keyword, Add 1" ta the Move characteristic and add 
iid 1 to the Strength characteristic ofthe bearer 

The bearer gains the Taxin Sacs keyword. Each time the bearer makes a melee attack, an 

unmodified hit rol of 6 automaticaly wounds the target. 


WARGEAR OPTIONS 


* Allofthe models in the unit can have their fleshtorer replaced with 1 Termagant pinefits each. 
+ Allothe models in the unit can have their fleshtorer replaced with 1 Termagant devourer each, 
+ Allofthe models in this unit can be equipped with 1 adrenal glands each, 

+ Allof the models in this unit can be equipped wih 1 toxin sacs each, 


Toxinsaes 


Scuttling pr 
attack in hui 
Termagants wei 


spawned to roam the tig 
Merial passages olhive— ØABIUMES 

ships and hunt intruders. Swarming Masses (pg 86] 

They harry their prey with = = 

EEE 4 FACTION KEYWORDS: Hive TewoRiL, Trans, <hıve FLEET> 
always to outflank and KEYWORDS: INFANTRY, CORE, ENDLESS MULTITUDE, TERMAGANTS 
envelop their victims as 


they erode their numbe 


HORMAGAUNTS 4 bowen 


M 
1030 Hormagaunt w 4 4 


IF this unit contains between 13 and 20 models, thes Power Rating 8. his unit contains 21 or more models, has Power 
Rating 12. Every models equipped with: Hermagaunt talons. 

RANGE TYPE S AP D ABILITIES 
Hormapaunt talons Melee Melee User 


OTHER WARGEAR ABILITIES 


The bearer gains the ADRENAL GLANDS keyword. Add 17 to the Move characteristic and add 


Adreral glands 
ie 110 the Strength characteristic ofthe bearer 


The bearer gains the Toxin Sacs Keyword, Each time the bearer makes a melee attack, an 
unmodified hit roll of automatically wounds he target. 


Toxinsacs 


WARGEAR OPTIONS 


* Allofthe models in this unit can be equipped with adrenal glands each 
+ Allofthe models in this unit can be equipped wit toxin sacs each. 


ming shock t ABILITIES. 


Hormagaunts are sce. amigas (rd) 


onto prey worlds in their 
billions, As simpl unding Leap: Each time s model in this unit makes plen move, ican move up to an additional 3" to a maximum 
E 


n defence lines and FACTION KEIWORDS: HIVE TENDRIL, TYRANIDS, <HIVE FLEET> 
KEYWORDS: INFANTRY, CORE, ENDLESS MULTITUDE, HORMAGAUNTS 


Many formidable ba 
have been buried in 
literal mount 
chitinous horroi 
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GARGOYLES 4 rower 


WEAPON RANGE TYPE S AP D ABILITIES 


ABILITIES 


Swarming Masses (pg 6) 


FACTION KEYWORDS: Hive TENORIL, TYRANIDS, <HIVE FLEET> 
KEYWORDS: INFANTRY, FLY, CORE, ENDLESS MULTITUDE, GARGOYLES 


Gargoyles are often the 
or orgat 
jainst a prey 

world, Their teeming 

arms darken the 

Their opportunistie attacks 

spread panic and disarray 

Worst of all, the creatures 

can squirm through gaps 

that appear far too small 
bursting through gun 

and vent pipes to a 

horrified defend 


he semi-sentient 
spewed by 

can penetrate 
armour and enviro 
before multiplying 
the victim's body to bus 
their organs and dissolve 
their flesh. Prey not slain 
in this horrible manne: 
soon fall to the Toxicrene's 
monstrous bulk and 
lashing tendrils 

ramp: 


E e AN 


TOXICRENE 


Some of his models characteristics change as suffers damage, as shown below 


No. Name M WS BS T WA td Sv 
1 Toxicran (B+ wourds remaining] EC 
Toicene [57 wounds remaining) 4. u 89 N 7» 
Toxirene (1-4 wounds remaining) SS os 7 e ma LES 
‘verona io equipped with massive toi lashes 
WEAPON RANGE TYPE 5 D ABILITIES 
Each ime an ateckis made with this 
Massive tonic lashes e masakane User a i Weapon againsta unit (excluding VenicLE 


[sheoting] 


Massive toxic lashes 


een Melee 


Melee User 


or Trane uris) an unmodified wound roll 
of + is always successful 

Each time an attack is made with this 
weapon against unit (excluding VemicLe 
or iran unis] an unmodified wound ra 
of 2+ is always successful 


Massive Grasping Tendrils Once pertur, when 
an enemy unt (excluding AIRCRAFT units] within 
Engagement Range of thismodelis selected to Fall 
Back, this model can use this ability. fit does soroll 
‘oneD6, adding 1 iftha unt has the INFANTRY keyword 
that unit cannot Fall Back and must Remain 
Stationary instead. 


Choking Spores [Aura]: White an enemy unitis within 
3 ofthis model, each mea modelinthatenemyunit 
makes an attack, subtrac from that ataek hit oll 


Hypertoxde Miasma: At the start ofthe Fight phase, for 
each enemy unit within Engagement Range ofthis model, 
‘oll one DE: ona 4, that unit suffers D3 mortal wounds 
andis noteligible to fight this phase until after all eligible 
units fromyour army have dene so. 

Death Throes: When his model is destroyed, rot one DE 
before removing it from play, Ona B+, the closest enemy 
unit within” suffers 03 mortal wounds. 


FACTION KEYWORDS: Hive TENDRIL, Treamos, <HIVE FLEET> 
KEYWORDS: MONSTER, SPORECASTER, TOXIC LASHES, ACID BLOOD, FEEDER TENDRILS, TOXICRENE 


TYRANT GUARD 


8 rower 


No. Name M WS BS S T W A td sv 
[3 S 4 3 § 2 


346 TyrantGuard FE P 4 5 


Ibis unit contains 4 or more models, has Power Rating 15. Every model is equipped with: 2 rending claws; 2 scything talons. 


D ABILITIES. 
Bonecieaver Melee Vær 4 2 
thing law Melee Meee SE 
Rending aw Melee Meco Ho4 d 


Each timethe bearer fights, i makes 1 


Seything talon additonalattack with this weapon. 


Adrenal glands ‘tothe Sirengh characteristie ofthe bearer 


a The bearer gains the Lash Wi keyword. Each time the bearer makes a melee atack, 
lash whip resellahirallaf2. 


The bearer gains the Toxin Sacs keyword, Each time the beaver makes a melee attack, an 


wran unmodified hitrol of automatically wounds the target. 


The bearer gains the ADRENAL GLANDS keyword. Add Ito the Move characteristic and add 


WARGEAR OPTIONS 

+ Any number of models can each have their seing talons replaced with one ofthe folowing: 1 bonecleaver and 1 
lash whip: 2 crushing claws. 

+ Al ofthe models in tiis unit can be equipped with adrenal glands each. 

+ Al ofthe models in this unit can be equipped with 1 toxin sacs each 


Ablative Brood: If your army is Battle-forged, then for 
‘each cHIVE FLEET> HIVE TYRANT model included ina 
Detachment, you can include one <HIvEFLEET> Tyrant 
GUARD unitin that Detachment without i taking up a 
Battlefield Role slot. 


Guardian Organism: While a friendly <HIVE FLEET> HIVE 
Tynant model is within 3 ofthis unit, enemymodels 
cannot target that HIVE TYRANT model with ranged attacks. 
Tyrant Goading: Whilethis unitis within 3 ofany friendly 
HIVE FLEET> Hive TYRANT models, add 1 tothe Attacks 


characteristic of models inthis unit. 


FACTION KEYWORDS: Hive TENDRIL, TYRANIBS, <HIVE FLEET> 
KEYWORDS: INFANTRY, CORE, TYRANT GUARD 


form a mobile bulwark 

around their assigne 
napse organism. So 

extreme Is their bio- 


possess weak spots 
such as eyes. Instead, they 


are guided as extensions of 
their charge's synaptic will, 
acting as living weapons 

and shields. 


M WS BS S T W A ld Sv 
1 Lictor Wa 6e 7 5 5 6 8 4 


ALictoris equipped with: Lietoreaws and talons; test hooks. 
WEAPON RANGE TYPE 5 D ABILITIES 
Lictorcaws and talons: Melee Melee User 3 2 
OTHER WARGEAR’ ABILITIES 


When the bearers unit makes a Normal Move, Advances or Falls Back, the bearer does not 
acies count any vertical distance it moves against ihe total that it can move this tum. 


Chameleonic Skin: Hidden Hunter During deployment, you can set up this 
+ Eachtime an attack ie made agent this model, modelin hiding instead of sewing tup on te batmetieia. 
Subtract 1 from that attacks hit rall. If you do so, ten in the Reinforcements step of one of 
= While this modelis receivingthe benefits ofcovert your Movement phases you can setup this model wholly 
cannot be selected asthe target ofa ranged atackifthe within 6 of any battlefield edge or any terrain features 


attacker's more than 12’ ava and mere than Y away from any enemy models or 
Lictors are an adapt s from ang enemy models 


eee ae ease * This model asa Se invulnerable save more hen 6" away fom enemy modes this modelis 
ña biolormspedalisingin Inhuman Swiftness: At the start ofthe Fight phase, ifthis — SELUP wholly within your deployment one], ond, until 

Infiltration, scouting and modelis within Engagement Range of ang enemy unts, it the end of the turn, you can roll charge rolls made for 
Å assassination. Hidden by can fight first that phase. this model 


their chameleoni 


FACTION KEYWORDS: Hive TewoRIL, TYRANIDS, <HIVE FLEET> 
KEYWORDS: INFANTRY, FLESH HOOKS, FEEDER TENDRILS, ICTOR 


looking for a 
crack open their victim: 


seta held within using 
their feeder tendrils. 


DEATHLEAPER 5 power 


leathleapet w æ 6 7 s? 


A Deathleaperis equipped with: Lictor claws and talons; flesh hooks. Your army can only include one DEATHLEAPER model 


WEAPON RANGE TYPE S AP D ABILITIES 
å = 


ctor claws and talons. Melee Melee User 


(OTHER WARGEAR ABILITIES. 


When the bearer's unit makes a Normal Move, Advances or Falls Back the bearer does not 
Flesh hooks Å 
OR fount any vertical distance it moves against the total that it can move this tum. 


Fear of the Unseen: While an enemy unitis within 
= Each ime an attack is made against this model, Engagement Range ofthis model, that unit cannot be 
: ‘subiract 1 from that attack hit roll selected forStatagems used by your opponent, and 
* Whilethis modelis receiving he benefits of cover it that unit cannot be affected by Statagems used by your 
Cannot be selected as the targetofarangedattackifthe opponent when that units selected to shoot or fight 
Å attack is more than 12" away, 
hleapedis an «This model has a 4+ invulnerable save. 


Hidden Hunter: During deployment, you can setup this 
modelin hiding instead of setting tupon the battlefield. It 


ment of the Jes Out There (Aura): While an enemy unitis within you do so, then i the Reinforcements step of one of your 
rain intended to 6” of this model, that enemy unit cannot start to. Movement phases you can set up this model wholly within 
pon. performactions 5 ofany barteield edge or any terrain features and mare 
anderen ing OT howto Inhuman Swiftness: Atthe stat ofthe Fight phase tis than away fom any enemy models (or more then 6" 


ad fear through prey modeliswthin Engagement Renge ofany enemy unis, Way from enemy models ifthis modelis set up wholly 
lations, it uses its con igh firs that phase. within your deployment zone), and, unt the end ofthe 
in stealth, Infiltration. tur, you can esl charge roils made or this model 
ssination to s 
ranoia and dread before FACTION KEYWORDS: Hive Tenor, Tramos, cHive FLEET> 
bent pu KEYWORDS: INFANTY, CHARACTER, Licron, Feen Hook, FEEDER TENDRILS, DEATHLEAPER 
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MALECEPTOR 9 rower 


Some of this models characteristics change as it suffers damage, as shown below 


No: Name M WS BS S T W A ld Sy 
1. Maleceptor (2+ wounds remaining] mm 7 8 15 3 10 3e 

Maleceptor(5- wounds remaining) Tod € 7? 8 NA O3 340 3 

Maleceptor (1-4 wounds remaining] SS s 7 8 NA 3 10 x 
AMaleceptoris equipped with: massive scything talons. 
WEAPON RANGE TYPE S AP D ABILITIES 
esiescuhingtals Each Ume an attacks made wth this weapon, select one af the profil below to make that 
Massive BERE av 

Each time anatackis made with his 

Sweep Melee Melee We å Weapon profile, make 2 hit rolls instead of 1. 
Strike Melee 4 4 203 > 


ABILITIES 
Synapse, Shadow in the Warp [pg 86] Payehle Barrier: This model has a 4+ invulnerable save. 
Encephalic Diffusion: This unit can attemptioperfomthe _ Paychle Overload Each time this model successfully 
following psychic action: manřests a psychic power er completes a psychic 

action, ifthe result of the Psychic test was ? or more, after 

resolving that peyehie powes the closest enemy unit 
within 12” suffers the number of mortal wounds shown in 
the table below. 


Encephalic Difusion (Psychic Action - Warp Charge): 
In your Psychic phase, tis PSrKeR can anemptto 
perform this psychic action. completed, urt the 
Start of your next Psychic phase, this Psyker gains the 
following ability: 

Difusion Feld (Aura): While a friendly «Hv FLEET> 
unitis within 6" ofthis PSYKER, each ime a nnged attack 
is made against that unit, subtract 1 from the Strength 
characteristic ofthat attack. 


WHSMODEUSWOUNDS — MORTALWOUNDS 
REMAINING: ‘SUFFERED 


The most powerful Tyranid 
ykeranalogue yet 
Valeceptors 
Death Throes: When his model is destroyed roll one 06 EL 
before removing it from play, Ona 6+, the closest enemy 4 AE 
unit within 6 suffers D3 mortal wounds. about 


PSYKER detonate victims skills 


This model can attempt to manifest two psychic powers in your Psychic phase and attempt to deny one psychic powers MMMM TS Tee 
in your opponents Psychic phase. It knows Smite and two psychic powers from the Hive Mind discipline (pg 69). 


mothering dr E 


FACTION KEYWORDS: Hive TenoRıL, TYRANIOS, <HIVE FLEET> 
n the V 


KEYWORDS: MONSTER, SYNAPSE, PSYKER, HORNED CHITIN, MALECEPTOR of the Shadow 


ARA 


23 


IN 


PYROVORES 2 power 
1 No. Name M WS BS S LL LEI SF 
18 tna Po o» o P 6 3 $ P» 


this unit contains 2 models, thas Power Rating . Iis unit contains 3 medels, it has Power Rating 6. Every modelis 
equipped with: lamespurg blu geoning fists; acid man. 


WEAPON RANGE) TYPE. S AP D ABILITIES 
Flamespurt Before selecting targes, select one of the profile below to make atacks with. 


E Each time an attack is made with this 
«Burning spray 12 AssautO6 6 2 2 weapon, that atack automatically hits 
à the target 
Each time an attack is made with this 
3 -Pyrogsut 18% Assault206 4 4 1 weapon,thatattack automatically hits 
the target 
TES Melee Melee ES 
OTHER WARGEAR: ABILITIES 
‘Acid maw The bearer gains the Acto Maw keyword 
Volatile: Each time a model inthis unit is destroyed, roll one D6 before removing it fram play. On a5, it explodes, and 


ch anit within 3" suffers 1 mortal wound, 


FACTION KEYWORDS: Hive TENDRIL, TYRAMIDS, <HIVE FLEET> 
KEYWORDS: INFANTRY, CORE, ACID BLOOD, PYROVORES 


can engulf 

of prey in rolling chemic: 

fire. Even killing t 
perilous, f 


HARUSPEX 9 power 


Some ofthis models characteristics change as It suffes damage, as shown below: 


No. Name M WS BS S T A E? 

1 — Haruspe (8+ wounds remaining) T de ch o * dk S E åk 

1 Haraspex (5:7 wounds remaining] Laie’ R0? UNA CUR en 
Haruspex (1-4 wounds remaining) SH & 2 8 NA os 7 x 


A Haruspexis equipped with: grasping tongue; ravenous må CIS 


WEAPON RANGE TYPE D ABILITIES 


Each time you selecta target for this 
weapon, you can ignore the Lock Out, 


$ em Aut 83 Sirrue (see the Warhammer 40,000 
Core Book] 
Each time an attacks made with this 
Ravenous maw Melee Melee D M abi WC 
E Shoveling claws Melee Melee 033 - 
Rapacious Hunger: Each timean enemy modelis Grisly Spectacle (Aura: While an enemy unitis 
cán see it destroued asaresultafan attack made bythismodel, within 8" ofthis model, subtract 2 from the Leadership. 
Eg this motel regains 1 lost wound (to a maximum of 3 charactersticof models in that unit 


saniem in regia wounds pet prase). Death Throes: When this modelis desvoye, o one 06 


‘yawning gülletand before removing it rom play. Ona 6« the closest enemy 
ng tongue for long Unit within 6 suffers D3 mortal wounds. 


FACTION KEYWORDS: HIVE TENDRIL, TYRANIDS, <HIVE FLEET> 
KEYWORDS: MONSTER, HORNED CHITIN, ACID BLOOD, HARUSPEX 


solved into raw bi 
thin the mo 
huming innar 
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VENOMTHROPES 


No. Name M WS BS ST WA 
3-5 _Venomthrope 3 s 5 5 4 5 


itis uri 


Contains 4 ormare models, i has Power Rating 10. Every model is equipped with: toxic lashes. 
WEAPON RANGE TYPE S 4P D ABILITIES 


Exch timean attackis made with this 
weapon against unit [excluding 

Toxic lashes Melee Meee User 4 1 Vemcue orTitame unis),an 
unmodified wound roll of 2+ is aways 
successful 


Grasping Tendrils: Once per tur, when an enemy Foul Spores (Aura): While fondly «Hive Fueer» unit 

uniz excluding MONSTER and Venuci units] within {excluding Tiranie units) is within 6 ofthis unit, each y 
Engagement Range ofthisunitis selected Fall Back, ^ time a ranged attack is made against that friendly unis 

this unit can use this ability, F does so, rolane DS; subvact 1 from thotattacks ol. å 


fon 4«,thatunit cannot all Back and must Remain 
Stationary instead. Venomthropes drift 
forward amidst miasmal 
clouds of spores that 


Toxic Miasma: At the start ofthe Fight phase, you can 
select one enemy unë within 3 ofthis unt Foll one 
Dna 2s, that unit suffers 1 mortal waundand is not 
eligible to fight this phase until afterall eligibile units om. 
your army have done so. 


and those exposed to 
FACTION KEYWORDS: HIVE TENDRIL, TYRANIDS, <HIVE FLEET> th nthtopes' sp 
KEYWORDS: INFANTRY, Fx, CORE, SPORECASTER, TOXIC LASHES, FEEDER TENDRILS, VENOMTHROPES clouds for any length 

of time drown on their 
own frothing flui 


ZOANTHROPES 7 POWER 
NS Name SES 
36 Lanbepe $$ a os $ 4 2 9 


Ilis unit contains & ormore models, it has Power Rating 14. 


ABILITIES. 


Synapse, Shadow in the Warp (pg 85] Psybiood Coterie: If your army is Battle forge, then 
Warp Field: Modelsin this unit have a 4+ forech Detachment that includes any «Hive FLEET> 
vacanti zo, NEVROTAROPE units, one «HIVE FLEET> ZOANTHROPE unit 


‘canbe included in that Detachment without taking upa 


Warp Blast: Each time this unit attempts to manifest arb ss 


Smite ora Wichtire psychic power, add 1 to re Psychic 
test for each modelinthis unit. Each time this unit 
manifests the Smite psyehie power add 1 tothe number 
of mortal wounds suffered by the enemy unt for each 
urn of +3 mortal wounds). 


PSYKER! 


This unit can attemptio manifest one psychi: power in your Psyehi: phase and attempt to deny one psychic powerin 
your opponents Psychic phase. It knows Smite and one psychic power from the Hive Mind discipline [pg 68] 


CTION KEYWORDS: Hive TENDRIL, TYRANIDS, «Hive FLEET> 
KEYWORDS: INFANTRY, PSYKER, FLY, CORE, ZOANTHROPES 


Hive Mind to 
sh searing psychic 


that can 
shell dead. 


5 POWER 


No. Name M WS BS S T A Lld Sv 
510 Genestealer Y 4 & 4 s i 4 s 5 


ft unit contains 6 or more models, it has Power Rating 9. Every models equipped with: Genestealer claws and talons, 


‘WEAPON RANGE TYPE S AP D ABILITIES 


Genestealer claws and 


er Melee Melee ver 3 ao 
OTHER WARGEAR ABILITIES 
Acid maw The bearer gains the Acto Maw keyword. 
Extended carapace “The bearer has a Move characteristic of 2" and a Save characteristicof 4 
The bearer gains the FLESH Hooks keyword. When the bearers unit makes a Normal Move, 
Flesh hooks Advances o Falls Back, the bearer does not count any vertical distance it moves against 
‘the oral thatit can meve this tum. 


<Hive FLEET> Infestaion Node markers have the following abilities: 

Hive infestation: In your Command phase, select one friendly «Hive FLEET> 

GENESTEALERS unit wthin 3 ofthis marker that has not already been selected for this 

ability this tum. Up 1003 destroyed models are retumed to that unit. When setting these 

models up on the atteeld, they cannot beset up within Engagement Range of any 

Infestation node enemy units, unless those enemy units are already within Engagement Range ofthat 
Genestealers unit. 

Burn Them Out: At theend of any phase; there are any enemy models within "of 

this marker and there are no friendly models within 3" ofthis marker, remove it ftom the 

battfila 


An Infestation Node marker does not count as o model for any rulespurposes. 


The bearer gains the Toxin Sacs Keyword. Each time the bearer makes a melee attack, an 


Tone unmodified Ntrollof automatically wounds the target. 


WARGEAR OPTIONS 


= All ofthe models inthis unk can be equipped with I extended carapace each, 
+ Moi the models in this unit can be equipped with 1 toxin sacs each. 

+ Forevery 4 models this uni contains, 1 model can be equipped with 1 acid maw. 

= For every å models this unit contains, 1 model ean be equipped with 1 flesh hooks. 
+ Thisunitcan be equipped with 1 infestation node. 


Lightring Reflexes: Models in this unit have a 5+ Insidious Infestation: this unit isequipped with 
invulnerable save. Models inthis unit have a 4+ an infestation node, but you did not set up a friendly 
invulnerable save against melee attacks, «Hive Fer Infestation Node maker within 1° of 


Vanguard Predator: During deployment, this unitean tS unit during deployment, this urit can perform the 
be setup anywhere onthe battlefield satis more than following acto: 
$ away from the enemy deployment zone and any Insidious Inestaion (Action): In your Command phase, 
Swift vanguard organism: enemy madels.ARerthisuritis setup, iftis equipped any numberof GEWESTEALERS units from your army can 
armoured in chitin and With an infestation nade, youcan set up one friendly start to perfor this action. The action is completed atthe 
ed of terrifying HNEFLSCT» Infestation Node madkeronthebendeteld end of your nere Movement phase. When tis completed, 


th and agility, 


within" ofthis unit. is units «HIVE FLEET> Infestation Node marker 


‘onthe batteeld within 17 ofthis unit. 


Infiltration Spawning: If yourarmy is Battle-forged, hen 
foreach Detachment that includes any <HIVE FLEET> 
GENESTEALERS units, one <HIVE FLEET> BROODLORD unit 
feeding gro canbe included in that Detachment without taking upa 
en the invasion swarms Bateield Role slot 
end. the G 

burst from hiding tobegin FACTION KEYWORDS: Hive Tenori, Tvranios, «HIVE FLEET> 
the slaug! KEYWORDS: INFANTRY, CORE, FEEDER TENDRILS, GENESTEALERS 
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RAVENERS 4 POWER 
SE 


39 Ravener 


Iis unit contains between 4 and 6 model, has Power Rating B. Ifthis unit contains 7 or more models, t has Power 
Rating 12 Every model is equipped with: Ravener claws; 2 seything talons. 


WEAPON. RANGE TYPE S AP D ABILITIES 
Desthepiter E 

Devourer Pr © Fer Ba 03 - 

Thoracic spinefists ær Pisol2 sa 1 

favenereaws Melee Meee We 2 1 

Rending claw Melee Mele Ho 1 

a S c Each timethe bearer fights i makes 1 


additonalattack with this weapon. 


WARGEAR OPTIONS I 


* Any number of models can each have their? seythingtalons replaced with 2 rending claws 

* Any number of models can each be equipped with one ofthe following: 1 deathspiter I devauren 1 erpentine’bioforms 

thoracic spinefists. a terrifying turn 
|, Ravenersar 


ABILITIES. a 
by their ability to tun 


Death fom Below (pg 88) swiftly thro 
Serpentine Bodies: Each time ameleeatackis made against this unt, subtract 1 from that atacó itl bedrock. O! ES 
Vicious Devourers: Each time a model in thisunit makes a melee atack, that models mot equipped with any ranged i i Å 
weapons, resol ho. vicious and predatory 

FACTION KEYWORDS: Five Tenori, Tynanins, «Hive FLEET> oi ep e. 


KEYWORDS: INFANTRY, CORE, BURROWERS, RAVENERS 


RIPPER SWARMS POWER 


M WS BS S T W A ld Sv 
e Se & 3 3 4 4 4 6 


No. Nam 


29 Ripper Swarm 


Ibis unit contains between 4 and 6 models, thas Power Rating this unit contains 7 or more models, thas Power 
Rating 6. 


JEAPON RANGE TYPE S AP D ABILITIES 
Spinemaws 6 Pistol 2 0 1 
INARGEAR OPTIONS 


= Ali ofthe models in tis unit can be equipped with 1 spinemaws each. 


ABILITIES. 


Death from Below [pg] Burrow and Squirm: Each time a ranged attack is 


Lesser Organisms: If your army is Bantle-forged, hisunit ^ slectedtoa madet in this unit wile itis receiving the 
cannot betaken asa compulsory Battlefield Roleslotin — benefts of cover, add an addtional 1 to any armour 
a Detachment. Saving throw made against that attack. 


FACTION KEYWORDS: Hive TENDRIL, TYRANIDS, <HIVE FLEET> Living carpets oF Rippers 
KEYWORDS: SWARM, RIPPER SWARMS 


swarms advance: Little 
n simple eati 
machines, the 


wounded and dead 
alike, and can even drag 
down trained warrio 


suffi 


Rippers fa 
ll not let go. 


PARASITE OF MORTREX 4 Power 
Na. Name M WS BS S T Wa id Sv 
1 Passe of Moner w a O S $ 6 3 4 
Paste Moro ppd vi cinwed mb bed opas 
WEAPON: RANGE TYPE E D ABILITIES 
Claveles Me Mei Ur 2 T 
ace eta Ec 
tine the bearer gh makes 
Barbes ovipostor Meee Mee 4 dk ok ihi weapon and 


mo more than 1 attack can be made with 
this weapon while resolving that fight. 


‘Synapse, Shadow in the Warp [pg 86) 
Parastie Infection: Each time an attack made with tis 
weapon successfully wounds an enemy unit (excusing 
Venicce units), that unit suffers 1 mortal wound in 
addition to any normal damage and becomes infected 
with parasites. At the start ofyour opponents Command 
Phase, for each enemy unit thats infected with parasites, 
your opponent must roll one 26 
+ On 21:3, that unit being roles for suffers 03 mortal 
wounds and is no longer infected with parasites, 
+ Ona4-6, that unit being rofed for suffers D3 mortal 
wounds and remains infected with parasites. 


Ifthat unit suffers 2 ormore mortal wounds as a result of 
this atily his phase, set upa new friendly «Hive FLEET> 
Rippen SWARMS unit on the battlefield within 3” ofthat 
unitand not within Engagement Range ofany enemy 
‘nit, That Rippen SWARMS unit contains 1 model, aad, if 
you are playing a game that uses a points limi, does not 
tostang Reinforcement poins. 


ovipositors 
Ripp 
deep into their victim 
bodies, from where the 
swiftly creatures 
Soon eat their way out. 

S he doom of the 


o drive 
tion pods 


ers of Mortres, the 


ritches: While a unitis infected wih parasites (see 
Parasitic Infection), roses the Objective Secured ability 
[see the Warhammer 40,000 Core Book]. 

Shadow Hunter: Each time an anack is made against this 
model, subtnet 1 from that anacksshit rolland that hit roll 
cannot be re rolled, 

Death rom bove: During deployment, you can setup 
‘this model high in the skies instead of setingit up onthe 
battlefield you do so, then during the Reinforcements 
step of one cf your Movement phases, you can setup this 
model anywhere an the battlefield at is more than S" 
away from any enemy models, and, untlthe end ofthe 
rum, you can ell charge rolls made for this model. 


Id first cursed by the 


KEYWORDS: INFANTAY, CHARACTER, FLY, SYNAPSE, PARASITE: 


FACTION KEYWORDS: Hive TENDRIL, TYRANIDS, HIVE FLEET> 


or Montnex 
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MAWLOC 


Ve of thie medal characteristics change act suffers damage, a drown below. 


No. Name M Ws BS S T W A ld Sv 
1 w om de 14 16 7 03 


ine [?« wounds remaining) 7 7 
Mawioc (46 wounds remaining) €^ 4 SE CE 
Mawioe (1-3 wounds remaining] € 5 & 7 7 NA 15 7 » 


AMavloc is equipped wih: Mawloc seuting talons; toxinspike 


WEAPON, RANGE TYPE S AP D ABILITIES 


Mawocscghingtaons Melee Melee User åå 
Each time the bearer fights, it makes 1 
Additional attack with this weapon, and no 
more than 1 attack can be made with this 
weapon while resolving that fight. 


OTHERWARGEAR — ABILITIES 


" The bearer gains the ADRENAL GLANDS Keyword, Add 17 to the Move characteristic and add 1 to 
as the Strength characteristic ofthe bearer, 


Toxinspike Melee Melee vær 3 2 


p 


Atthe startoftho Sight phase, select oneenemy unit within Engagement Range ofthe bearer 
Roll 306: ifthe result is greater than the enemy units Leadership characteristic, unti te end 
‘ofthe phase, each time a model in that unit makes an attack, that attack’ it roll cannot be 
re-rolled and thatatack’ wound roll annet be re-rolled. 


ostaic rale. 


Each time the bearer is selected to fight, when resolving its attacks you can re-roll one hit roll 


Frehensilepincerta Sach tme the bea 


Toxin sacs 


‘The bearer gains the TOXIN Sacs keyword, Each time the bearer makes a melee attack, an 
unmodified hit roll of automaticaly wounds the targe 


WARGEAR OPTIONS 

= This models toxinspike can be replaced wit one 
+ This model can be ecuipped with I adrenal glands. 
= This model can be eculpped with toxin sacs. 


ABILITIES. 

Death from Below (pg 86] 

Terror from the Deap: n your Command phase, fany 
MaWLOC models from your army are undergrund 

{sve the Death from Below ability, page 86), sou can 
select one of those medels and select one point on the 
battlefield and place aTerror from the Deep marker on that 
point, fou do so, that model cannot be setup using 
Death om Below abii this turn and, atthe start ofthe 
Reinforcements step four next turis Movement phase, 
roll one DS foreach enemy unit within 6of the centre of 
that marker adding 1 the unit being rolled før contains 
between 8 and 10 models, and adding 2 ifthe unit being 
rolled for contains 11 or more models: ona 36, that unit 
suffers 03 mortal wounds; on a «, that unit suffers D3+3 
moral wounds. Then set the selected MawLoc model up 
anywhere on the battlefield that is within 22°ofthe centre 
ofthat marker and notwithin Engagement Range of any 
enemy models, and remove that marker. IF that MAWLOC 
‘made! is setup withing” of any enemy modes, unti the 
end ofthe turn, it cannot charge 


sf the following: 1 biostatic rote; 1 prehensile pincer tail. 


Serpentine Coils: Each time a melee attack is made 
against this model, subtract I from that attack’ hit rol, 
Distensible Jaws: Each Imethis model s selected:0 
Fight select one enemy unit (excluding VeMICLEurits) 
thin Engagement Range ofthis model and roll one DS: 
ona 5, that enemy unit suffers 03 mortal wounds; 

om 6 that enemy unit suffers 3 mortal wounds, If 
any models are destroyed asa result ofthose mortal 
‘wounds, until the end ofthe um. that enemy unit counts 
as being below Half strength for the purpose of Combat 
Aton test, 


Death Throes: When this models destroyer 
before removing i from play Ona 6 the closest enemy 
unit within 6 suffers 03 moral wounds. 


iore 06 


FACTION KEYWORDS: Have TENDRIL, TYRAMIBS, «HIVE FLEET> 


KEYWORDS: MONSTER, BURROMER, MAWLOC 


109. 


Vast, burrowing worm- 
forms, Mawlocs hunt by 
sensing even the smallest 
vibrations on the surface 
above them. Once they 
have located prey, the 
Mawlocs surge upwards 
in an eruption of bedr 
yawning maw: 
iallowing everything 
above them before they 


TRYGON 8 rower 


Some otis models eharaeteistics change as Å suffrs damage, as shown below: 


No. Name M WS BS S T W A ld Sv 
1^ Trygon (2+ wounds remaining) w 3€ sk l 7 4 0? 0$ 
Tygon (4-6 wounds remaining) TERN 
Trygon (13 wounds remaining) 8 be se 7 7 NA 2 7? » 


ATrygon is equipped vit bioatecuie puise 


WEAPON RANGE TYPE S AP. D ABILITIES 
Bio-electric pulse iz Au 5 0 1 


toxinspike; Irygon seything talen. 


Each time the bearer lights it makes 1 
additional attack with this weapon, and no 
more than 1 attackcan be made with this 
weapon while resolving that fight. 


Toxinspike Melee Melee We 3 2 


Trygonseytingtalens Melee Melee User 2 


OTHERWARGEAR — ABILITIES 


— The bearer gains the ADRENAL GLANDS keyword. Add 17 to the Move characteristic and add 1 10 
ent bns the Strength characteristic ofthe bearer. 

Athe start ofthe Fight phase, select ane enemy Unit within Engagement Range ofthe bearer 
Fell 306: ifthe result is greater than the enemyunits Leadership characteristic, unti! the end 
the phase, each time a model in that unit makes an attack, that attacks hit roll cannot be 
re-rolled and that attacks wound roll cannotbere-rolled. 


Biostsic ratte 


Each time the bearer is selected to fight, when resolving its attacks you can re-rll one hit roll 
or one wound roll 

The bearer gains the Toxin Sacs Keyword. Eachtime the bearer makes a melee atack,an 
unmodified hit roll of 6 automatically wounds the target. 


Prehersile pincertail 


Toxin sacs 


WARGEAR OPTIONS 


i + This model5toxinspike can be replaced with one ofthe following: I biostatic ra; 1 prehensile pincer ta. 
battle tankesized livin 

he * Tie model can be equipped with 1 adrenal glands. 

Asthey dig through the * Thismodel can be equipped with 1 toxin sacs. 


Trygons are essentially 


Substrata of the prey world, > 
they excavate huge tunne ABILITIES. 
for other Tyranid b 

‘Death rom Below (pg 88] Death throes: When this model is destroyed, oll one D6 
Serpentine Coils: Each time a melee attack is made before removing i from play. Ona 6+, the closest enemy 
against this model, subtract 1 fromthatavaeks hit. Unit within suffers D3 mortal wounds. 


upa powerful bio-electric 
charge thatthe Trygons can | FACTION KEYWORDS: Hive TENDRIL, TYRANIDS, <HIVE FLEET> 
unleash as a weapon. KEYWORDS: MONSTER, BURROWER, TRYGON 


da wm. 


MUCOLID SPORES 


No. Name 


Mucolid Spore a 


M WS BS S T W A ld Sv 


6 6 1 4 10 6 


Ifthis unit contains 2 models 


Drone Bioform: 

* This Unit automaiicaly passes Morale tests 

+ This unit cannot perform actions. 

+ This unit cannot declare a change. 

+ This unit, and any models within it, are ignored forthe 
purpose of scaring any mission objectives or Agendas, 

+ Each time an enemyunitis set up on the battlefield, 
this unit, and any models within, are ignored forthe 
purposes ofany rules 
con be setup. 

= Eachtime an enemy unit makes a Normal Nove, 
Advances, Fall Back orit makes a charge move, unti 
that move is fnishee, models in that unit can move 
horizontally through models in this unit they cannot 
finish a move on topof another model, oris base]. 

nite ignored forthe purpose of tho Leok ut, Sir 
rule [eee the Warhammer 40,000 Core Book] 


pecifying where thet enemy unit 


it has Power Rating 2. I this unit contains 3 models, has Power Rating 3. 


ABILITIES 


Floating Death: Each time a model in this unitendsa 
move within 3" of any enemyunits,oran enemy unit 
ends a move during which ay ofits models moved within. 
3" of model from this unit, hat model con explode That 
modelis destroyed, Select one of those enemy units and 
toll ore D6:on a 2-4, the selected enemy unit suffers DS. 
morta wounds; ona 5+, the selected enemy unit suffers. 
3-3 mortal wounds, 

Float Down: During deployment, you can setup this unt 
ighin the skies instead of seing i up on the battlefield. 
Ifgoudo so, can be set up in the Reinforcements step 
‘oF your first, second or third Movement phase, regardless 
‘oF any mission rules, and can be setup anywhere 

‘on the bartefeld that is more than 9 away from ang 
enemy models. 


These rudimentary 
nisms are filled with 


FACTION KEYWORDS: Hive TENDRIL, TYRANIDS, LIVING ARTILLERY 


KEYWORDS: Beast, FL, MUCOLID SPORES 


SPORE MINES 


alreraft 


1 Power 


Ni 
38 Spore Mine 


Name 


WS BS S T W ld Sv 
“er? 4 10 6 


iiis unit contains between å and 6 models, thas Power Rating 2I 


Rating. 


Drone Bioform: 

* This unit automaticaly passes Morale tests 

+ This unit cannot perform actions, 

+ This uit cannot declare a charge. 

+ This unit, and any models within t, are ignored forthe 
purpose of scoring any mission objectives or Agendas. 

+ Each time an enemy unitis setup on he battlefield, 
this unit, and any models within it, re ignored forthe 
purposes of any rules specifying where tra enemy unit 
can be setup. 

Each time an enemy unit makes a Normal Move, 
Advances, Falls Back orit makes a charge nove, until 
that move is finished, models in that unit ean move 
horizontally through models in this unit (they cannot 
finish a move on top af another madel, or its base] 

+ This units ignored tortne purpose ofthe Look Our, Sir 
rule (see the Warhammer 40,000 Core Book]. 


is unit contains 7 ormore models, has Power 


Floating Death: Each time a model in this unitendsa 
movewithin 3" of any enemy units, oran enemy unit 
lends a move during which any ofits models moved within 
Y of model from this uni, that model can explode. That 
modelis destroyed. Select one ofthase enemy units and 
toll one 06: on a 2-4, the selected enemy unit suffers 1 
mortal wound; on a 54, the selected enemy unit suffers 
D3 mortal wounds. 

Float Down: During deployment, you can setup this unit 
high nthe skies instead of setting it up on the battlefield. 
If youdo so it can be setup in the Reinforcements step 
of your first, second or third Movement phase, regardless 
ofany mission rules, and canbe setup anywhere 

on the battlefield hats more than 9" away from any 
enemy models, 


Spore Mines are å form of 
or bomb, which 


FACTION KEYWORDS: Hive TeNDRIL, TYRANIDS, LIVING ARTILLERY 


KEYWORDS: BEAST, FLY, SPORE MINES 


^. 


frag ere 
Mind often 
Mines ta deny areas 


EXOCRINE 9 power 


Some af this models characteristics change as it suffers damage, as shown below: 


EET e ie 
ie (7 wold ing) Ger Een) z 
Exocrine 1-4 wound remaining) 5 sr osoz oe om * 
a EM EE 
"WEAPON RANGE TYPE S AP D ABILITIES. 
; Wophemecmven 36 Hendt B 4 3 Bas 
Powel DON ECT 
Ms 
Symbion Targeting; In yow Movement phase fis Death Trocs: When tis modelsdesvoyes alone 05 
meibHemaisSolonememevesatdauneo before remming eRom lay On a6 the loses re 
less than alli Move chance uth endol unit vinin sufersO3 moral nende 


the tun, each time this model makes a ranged attack, 
the target does not receive he benefits of cover against 


Huge, tough, and very 
thatattack, 


stupid, the Exocrine’ 
only task Is 
dorsal cannon ol 
on its bi 
firing posit 
e. the bio-plasmic 
its a terrible, 
before 
aring blast 
of bio-plasma capable 
of reducing tanks and 


FACTION KEYWORDS; Hive Tennit, Tenanıns, <Hive FLEETS 
KEYWORDS: MONSTER, Exocrine 


BIOVORES 3 rower 


No. Name M WS BS S T WA ld sv 
13 Biovore S 4e å 5 4 2 5 4 


Ifthis unit contains 2 models ithas Power Rating 6. IF ts unit contains 3 models, it has Power Rating 9. Every models 
equipped with: spore mine launcher cit barbed fists. 


WEAPON RANGE TYPE AP D ABILITIES 


This weapon can target units that are 
not visible to the bearer, as longas they 
are visibletoafiendly «Hive FLEET> 


Spore mine launcher av * 44 Smuese model Each time an attacks 
made with this weapon, fa hit is scores 
the target suffers 1 mortal wound and 
the attack sequence ends, 

Chitinbarbed fists Melee Melee E ene 


ABILITIES. 


Seed Spore Mines: This unit can perform the following action: 


Seed Spore Mines (Action) Athe start of your Shooting phase, one Brovenes unit from your army can start to perform. 
living artill ‘this action. The ations completed at the end ofthat phase, When itis completed, setup a new fiendly SPORE Mimes 
clutch of unit on the battlefield mare than 6” away from any enemy units and wholly within 48" ofthis unit hat SPORE Mines 
unit contains 03 models for zach BIOVORES model in this unit, and. if you sr playing a game thatuses a points limit, 


en does not cost any Reinforcement points, 


th their chitinous spurs FACTION KEYWORDS: HIVE TENDRIL, TYRANIDS, <HIVE FLEET> 


the siestires Bre ae KEYWORDS: INFANTRY, Biovores 


allowing the Spore 


Mines to drift languidly 
down into the midst of the 
foe 


uz 


CARNIFEXES P POWER 


No. Name 
Camiter Wo e 8 7 9 4 6 2 


ini unit contains 2 models i has Power Rating 14. this unit contains 3 models, it has Power Rating 21. Every model is 
equipped wih: 4 Camifexscything talons. 


WEAPON RANGE TYPE S AP D ABILITIES 


gm 17 Mel B AO ber 

———M 

Onourrwihtrincechvoms 17 asane 6 0 a 

— Er Be 

Spie banks e Mks 5 0 a 

Stangitom cannon e LL 

Brennen Kühn, i JE EE nn 
Sis ves ide eso fg 

Cafeesting les Mele uos ama 

mensen en Were Mee User z c eee 

A PETS åa nd sad ihi eos and 


na more han 3 atacks con be mate wih 
his weapon while resolving that fight, 


‘OTHER WARGEAR ABILITIES 
Aid maw The bearer gaias te ACIO MAW ero, 


The bearer gone the ADRENAL GLANDS keyword. Adé to the Nove characteristic and add 110 
the Strength characteristic ofthe bene 


ENS Each ime thebearermakesa melee atack, improve the Amour Penetration characteristic of 


thatanaek by 
Enhanced senses The bearer has a Ballistic Skil characteristic of 3+ 

reny Each time aranged atack is made ogúnstthebeare the bearer receives the benefits of Light 
cria Cover against ihat attack [see the Warhammer 40,000 Core Bock], 

z The bearer gains the Toxin Sacs keyword Each time the beara a melee attack, 
pres unmodified hi rol 6 automatically wounds the target. 

Taske The bearer gains the Hormen Car keyword. 


WARGEAR OPTIONS) 


Any number ofmadels an each have 2 oftheir Carnifex seything talons replaced wth one ofthe folowing 2 denthspiters with 
timer maggots; 2 devourers with brainleech woens  vangethon cannon; 2Camifex crushing cus 


+ Any number of models can each have of ier amix sig talons replaced with one of the flowing 2deathspiters wth 


mer maggots; 2 devourers wth brainleechworns; 1 


savy venom canran;2 Cmifex crashing cows, Models in this unit 
cannot be equipped wih both stranglethom cannon and a heavy vencm cannon 

+ Any number of models can each be equipped wih one of the following: 1 bane mace; thresherseythe: 
+ Any number of models can each be equipped wiht adrenal glands. 

+ Any numberof models can each be equipped wih ane ofthe following: 1 acid maw; 1 bio plasma; t enhanced senses; tusks. 


+ Any numberof models can each be equipped wèh 1 chiin thorns. 
+ Ang number of modela con each bo equipped wih one of the following pine banks; «pora eye 
+ Any number of madels can each be equipped wit toxin sacs. 


Armoured Exoskeleton: Each ime an attack is located to this 
model subtract from the Damage characteristicofthatanack 
tea minimum of 1). Thisis not cumulative with any other 


Monet 


s Brood: When this unitis fist set upon he 
batlefel, is models do not have to be setup in unit for centuries. R 


coherency. Instead, each mode must be set up within & of 


idaptable 


alites that reduce the Lamage characteristic ofan attack 
Blstering Assault Eschtimethis mode gts, it made 
å charge move or performed a Heroic Intervention tis 
turm, then unt hat fightis resolved ad 1101heAttacke 
tharateristic ofthis model 


‘one otter model rom ns unit, Fom tha point on, each model 
inthis uitis veatedas.asepante unit 
Death Throes: When this model is destroyed, oll one DS 
beforeremovingítfrom play. Ona 6, the closest enemy 
unit within 3 suffers 1 mortal wound 


FACTION KEYWORDS: Hive TENDRIL, TYRANIDS, <HIVE FLEET> 


KEYWORDS: MONSTER, Cone, Cannirexes 


a 


range of n grafts and 
biomorphs while retaining 
the raw strength, durability 
ind armoured f 

that n them smash 
through countless prey 
defence lines like living 
battering rams. 


An older adaptation of 
the basic Carnifex strain, 


christened by terrified 
Imperial troops for the 
distinctive howl it emits 


often seen at the 
a Tyranid assault, 
they can inflict the mo 
ge quickly, 


SCREAMER-KILLERS 


x POWER 


3 Sereamerkiler 


No. Name M WS BS 


IFtis unit contains 2 models; has Power Rating 14 this unit contains 3 models, ix has Power Rating 21. Every model is 


equipped with: 1 bieplssmie scream; å Screamer 


rkilertalons 


WEAPON RANGE TYPE D ABILITIES 


Bio-plasmic scream 18" AssaUItDS 


Screamer kilrtaons. Melee Melee 


8 1 Blast 
User 


OTHER WARGEAR ABILITIES 


‘Adrenal glands 


Sporecusts 


Toxin sacs 


The bearer gains the ADRENAL GLANDS keyword. Add 17 to the Move characteristic and adé 
1 to the Strength characteristic ofthe beare 


Each ime a ranged atack is made against te bearer, the bearer receives the benefits of 
Light Cover against that atack (see he Warlami 


10,000 Core Book), 


The bearer gains the Taxi Sacs keyword, Each time the bearer makes a melee attack, an 


unmodified hit roll ofS automatically wounds the target 


WARGEAR OPTIONS 


+ Any number of models can each be equipped with 1 adrenal glands. 


Ang num 


f models can each be equipped with 1 spor 


= Any number of models can each be equipped with 1 toxin sacs, 


ABILITIES 


Armoured Exoskeleton: Each ime an atackis allocated 
to this model, subtract 1 from the Damage characteristic 
‘ofthat atack [to a minimum of 1) This is not cumulative 
with any other abilities that duco the Damage 
characteristic ofan atack. 

Blistering Assault: Each tme this model fights, it made 
a chage move orperformeda Heroic Intervention tis 
turn, then until that fights resolved, add I to the Atacks 
characteristic ofthis model 

Terrifying: Each time this model destroys a modelin an 
enemy unit, unti the end ofthe tur, subtract 1 fron the 


Leadership characteristic ofmodels in that enemy unit [to 


a maximum of-4). 


Monstrous Broad: When this unitis first set up onthe 
battlefield, ts models do not have to be setup in unit 
coherency. Instead, each model mast be setup within 6" 
‘of one ethermodel from ite unit. From that paint on, each 
modelin this unitis treated asa separate unit. 


Death Throes: When this model is destroyed, roll one DE 
before removing it from play. On a 6+, the closest enemy 
Unit within 3" suffers 1 moral wound. 


FACTION KEYWORDS: Hive TENDRIL, TYRANIDS, <HIVE FLEET> 


KEYWORDS: MONSTER, CORE, CARNIFEX, SEREAMER- 


LLERS 


THORNBACKS P POWER 


No. Name M WS BS S T W A id Sv 
13 Themback € sm 6 7 9 4 8 ù 


IFthis unit contains 2 models, it has Power Rating 14. his unit contains 3 models, t has Power Rating 21. Every model is 
equipped with: 2 deveurers with brainleech worms; 2 Camifex scything talons 


"WEAPON. RANGE TYPE S AP D ABILITIES 
Deshspieruith einer 
"I" m 
maggots 
= th! ch x 
[glo UE er ee 
Spine banks S asns S o 1 
Stanglshomesnnon — 35^ Melia (9 2 2 Biast 
Camifexseythingtabn Melee Melee E 3 Eachmetie koselan kde 


aganionatanack wan this weapon. 
Each time the bearer fights, It makes 3 
addicnalattacks with this weapon, and 
no more than 3 attacks can be made with 
‘this weapon while resolving thatfiht 


OTHER WARGEAR — ABILITIES. 


The bearer gains the ADRENAL GLANDS keyword. Add "to the Move characteristic and add 1 
to the Strength characteristic ofthe bearer: 


Thresher scythe Melee Melee a 


Adrenal glands 


Enhanced senses The bearer hasa Ballistic Skill characterisicof3s 


The bearer gains the Toxin Sacs keyword. Each time the bearer makes a melee attack, an 
unmodified hr of automatically wounds tho target. 


WARGEAR OPTIONS 


* Any number of models can each have their 2 Comex setning alons replaced with suramglernor cannon, 

+ Any number of models can each have their devourers with brainleech warms replaced with 2 deathspittrs with 
stimer maggots 

+ Any numberof madels can each be equipped with 1 spine bans. 

+ Any number of models can each be equipped with I thresher scythe. 

+ Any number of models can each be equipped with adrenal glands, 

* Any number of models can each be equbped with 1 enhanced senses. 

+ Any number of models can each be equipped with 1 toxin sacs, 


“ABILITIES 


Armoured Exoskeleton: Each time an snackis allocated Chitin Thoms: Each ime this model makes a melee 
tothismodel subtact 1 from the Damagecharacteristie atack, improve the Armour Penetration characteristic of 
ofthatartac [toa minimum of 1). Misis sot cumulative thatattackby 1. 

with anyother abiliies that reduce the Damage Monstrous Brood: When his unitis first setup on he 
characteristic of anattack batlfield ts models do not have to be setup inunit 
Blistering Assault: Each time this model fghts it made coherency. Instead, each model must be set up within 6" 


Toxin sacs 


charge move or perfomed Heraicntententonts ofone other model from unt. Fom that point an, each Kapa 
Simmons reclvd,adó tocho aci madal inthis fs treated ara separ nk adapted to tear thelr 

characterise of his model Death Throes: henthsmodelisdestoyed tores | IAN : 
Vicus Hunter: Each tne his model males a bere emevingttom pay Onac. ecosesenems nani formation: Troy 

angst escis kin å sers marta woud x 

1 he target does not receive the benefits Light Cover orte 

against that attack bristling rows of chitin 


+ Oman unmadifiee wound roll of, improve the Armour thoms, which give them 


Penetration characteristic ofthat attack by 1. me, that rip apart 
tight-packed foes as the 


FACTION KEYWORDS: Hive TEMORIL, Trranıos, <HIVE FLEET> Thornback ploughs into 
KEYWORDS: MONSTER, CORE, CARNIFEX, HORNBACKS heir midst. 


us 


9 POWER 
M WS BS S T W A ld Sv 
COTE 624 3 5 3 


lf this urit contains 4 or more models it has Power Rating 18. Every model isequipped with-shockcannon. 
WEAPON RANGE TYPE S AP D ABILITIES 


This weapon can target units that are 
norvisible to the bearer, as longas 
the tagetisvisibie to a friendly «Hive. 
Impalercannon 28 Heavy? 6 2 2 Furer> Synarse model Each time an 

attack is made wth this weapon, the 
target does not receive the benefits of 
Light Cover against that attack. 
Each time an attack is made with 
‘this weapon againsta VEMICLE unit. 
an unmodified wound roll of4+ 
successfully wounds the target and 
1 infcas 1 mortal wound n addition to 
any normal damage. 


Shockcannon E 7 2 3 


OTHER WARGEAR. ‘ABILITIES 
The bearer gains the ADRENAL GLANDS keyword. Add 1” to the Move characteristic and add 
1tothe Strength characteristic of the bear 


ae The bearer gins the Toxin Sacs Keyword, Each time the bearer makes a melee attack, an 
unmodified hit roll of automatically wounds the target 


WARGEAR OPTIONS 


* Any number of models can each have their shockcannon replaced with  impaler cannon, 
= All ofthe models in this unit can be equipped with L adrenal glands each. 
= All ofthe models in this unitcan be equipped with {toxin sacs each. 


Adrenal glands 


‘ABILITIES 


Hive Guard ae spauned EEE Syn uante: Esch me deli is unk makes 
Sn foloing etre sere al maken ei tc o 
SEG ana Defensive Stance (Action); the start of jour Command. 3 iendly <HVE FLEET> Synapse model, you can ignore 
pore seeding sites They NT Sti ski mei, 
sea enste arsen, Son sors poor sacio Ie ston comple 

RAEN comico url ne ctrcofgurne ovement pase, 
[E een Sach lin is uni cortos 3 modes in 
Heavy halls of frep deteminingconolofanobecive marker 


organisms the Hive Mind FACTION KEYWORDS: Hive Tenon, TYRANIDS, <Hive FLEET> 
wishes to see eradicated. KEYWORDS: INFANTHY, HIVE GUARD 
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] 


ax 


TYRANNOFEX 10 rower 


Some ofthis models characteristics changees suffrs damage, ax shown below: 


No: Name M WS BS S T W A ld Sv 
1 Tyrannofex 2+ wounds remaining) To» 3» ? 8 d å 7 2 
Tyrsnnofex 5-8 wounds remaining! FE 4 de P am 4 P on 
Tyrannofex (1-4 wounds remaining! € Br 8 7 8 NA 4 ? 2 


ATyrannofex is equipped with: lashharer hive: stinger salvoes; powerful limbs. 


WEAPON RANGE (TYPE S AP D ABILITIES 


Each time an attack is made withthis 
Acid spray ar Hemyn68 6 3 2 weapon.datatackautomatically is the 
target. 


Fleshborerhive CI | 
Rupture cannon APO Heya 14 4 064 
Stingersalvoes 24 aske — 05 4 0d 
Powerful limbs. Melee Meee User 4 


OTHERWARGEAR — ABILITIES. 3 A 


The bearer gairs the ADRENAL GLANDS keyword. Add 17 to the Move characteristic and add 110 
the Strength characteristic ofthe bearer. y 
The bearer gains the TOXIN Sacs keyword. Each time the bearer makes a melee attack, an 

unmodified hitrol of 6 automatically wounds the target 


WARGEAR OPTIONS TheTyonnofexis a wa 
attle tank and heavy 
+ This models fieshborer hive can be replaced with one ofthe folowing: 1 acid spray: I rupture cannan, Pons plen hur 


+ This model can be equipped with 1 adrenal glands. e. Th 


+ This model can be equipped with I taxinsacs. organisms are. 
== — extremely well armoured, 


"ABILITIES more than capable of 
going toe-to-toe with 
Death Throes: When this model is destroyed, all one DS before removing it from play. On a 6+, the closest enemy unit ¡est battle tanks of 


within G^ suffers DE mortal wounds. their prey species in a 
shooting match. Few 


Adrenal glands 


Toxin sacs 


FACTION KEYWORDS: HIVE TENORIL, TYRANIDS, <HIVE FLEET> 
KEYWORDS: MONSTER, HORNED CHITIN, TIRANNOFEX 


atmospheric 

try and with w 
pulsing interior chambers 
within which broods of 
organisms can ride down to 
a world's surface, Once its 
passengers spill forth into 
battle, the Tyrannocyte 
drifts skyward again 


‘own pre 


TYRANNOCYTE 7 power 

Some ofthis models characteratics change as suffers damage, as shown below 

No. Name M WS BS S T MW A ld Sv 
1^ Tyrannoeyte [8+ wounds remaining) [ICE 
Turannoeyte(57wourdsremaining) — 8 S+ Se 6 7 NA S 6 4 
Tyrannoryte (1-4 wounds remaining) — 4" Se S 6 7 NA 4 6 m 

‘NTuranrocute is equipped with 5 deathspitters; lensing vips 

WEAPON RANGE TYPE S AP D ABILITIES 

Barbedstanger 35 Assad G A 1 Biast 

Desihsniver 29 emi — 08 2 1 

Venemcannan 36 Au) 8 3 2 Bast 

Fensnewhips Melee Mele User 2 2 - 


WARGEAR OPTIONS 


+ Tnismodels 5 deathspitters can be replaced with one ofthe following: 5 tarbed strangers; S venom cannons. 


Aerial Seeding: During deployment, this unit must be set up high ia the skies instead of setting it up on the battlefield, 
neither, nor any units embarked within it, are courred towards any limits that the mission you are playing places 
on themaximum number of Reinforcement units you can have in your army. This TRANSPORT modal can be setup n. 
The Reinforcements step of your first, second or third Movement phase, regardless of any mission rules. Any units 
embarked within this TRANSPORT model must immediately disembark aterit has been setup on the battlefield, and 
they must be set up more than 9" away from any enemy models After this TRANSPORT model has been setup onthe 
battlefield no units can embark within it 


Death Throes: When this model is destroyed, roll one DS before removing tom play. Ona 6t, theclosest enemy unit 


within" suffers D3 mortal wounds, 


TRANSPORT 


This model has one ofthe following transport capachies: 

+ 20 «HIVE FLEET> INFANTRY models. Each model with a Wounds characteristic of more than one takes up the space of 
3 models. 

I chive FLEET> MUNSTER model with a Wounds characteristic of 18 or les, 


FACTION KEYWORDS: Hive TENDRIL, TYRANIDS, <Hive FLEET> 
KEYWORDS: MONSTER, FLY, TRANSPORT, TYRANNOCYTE 


HIVE CRONE 


Some ofthis models sheractoristico change 


1 HveCrene(?+woundsremaining) 15-40 
Hive Crone (46 wounds remaining] 15-30" 
Hive Crone (13 wounes remaining) 1520" 


euere damage, ae chown below 


A 
3» s 6 7 d 4 8 % 
EEE 
5 5 6 7 NA 4 8 c 


hive Crone is equipped with: drool canmon:stinger salvoes;tentadids;seuthing wings thorax Spur 


WEAPON RANGE TYPE 5 
Drool cannon Assaut206 6 
Singersalvoss O 
Tentaclds 35 Ama? 
Seything wings Melee Meee User 
Thoraxspur Melee Meiee - 


D. ABILITIES 
Each time an atack is made withthis 

2 — 4 weapon, that attack automatically its the 
target 

NES 


Each time an attack is made witnthis 
weapon against VEMICLE unit, an 
Unmodified wound rollof4+ successfully 

3 — 2 wounds the target Each time an attack 
made withthis weapon is allocated to an 
‘AIRCRAFT mode, that attack has a Damage 
characteristic of 4. 


Each time the bearer ignis, Imaxes 1 
additionalattack with this weapon, and no 
morethan attack can be made with this 
weapon while resolving that fight 


‘ABILITIES 


Hunter's Ins 


nes: Each ime this model makes an atack 
against a unit nat can Fy, ace 110 tna atacks hitrol. 
Airborne Predator: Each time you declarea charge with 
this model, you can only select AIRCRAFT units asthe 
targets] ofthat charge. This model can only be chosen 
asa target ofa charge ifthe unit making the charge 

tan Fuy. You can orly fight with this modelifitis within 
engagement Range of any enemy units that can Fer, and 
‘this model can only make melee attacks against unis 
that can Fur. Enemg units can only make melee attacks 
against this model hey can Fur 


Manocuvrable: Each time this model makes a Normal 
Move, Advances or Falls Back, fist plvoon thespot 
upto 0 (this does not contribute to how far the modet 
moves), then move the model straight forwards. can. 
pit up to 90" one more tme, at ang point, during 

the move. 

Hard to Hit: Each time a ranged attack is made against 
this mode, subtract 1 from that ataek hit al. 

Hover: In your Command phase, this model can hover fit 
dos 59, then until the start of your next Command phase, 
Move characteristic becomes 15"and itlosesthe 
Aiorne Predator, Hard to Hit and Manoeuvrable abilities. 


Death Troes: When this modelis destroyed, rolione DB 
before removing it from play. On a the closest enemy 
unit within 6 


uffers 03 moral wounds: 


FACTION KEYWORDS: Hive TeNDRIL, TYRAMIDS, <HIVE FLEET> 
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Hive Crones scour the 
for prey fighter craft. The 
tentaclid se 
enemy aircraft 
rupting in bio- 
elecric pulses that banish 
motive force and send 
the dark, dead machines 
tumbling groundward. Then 
innons slathering 
ones dive 


based prey. 


HARPY 


No. Name M 


å Harpy(?+wounds remaining) 15-40" 
i Harpy [4-6 wounds remaining) 1530 
Harpy (1:3 wounds remaining) 1520" 


Some ofthis models characteristics change as it suffers damage, as shown below, 


9 power 
BS S T W A ld Sv 
36 s 6 7 B 4 8 3 
4 4 8 7 WA o4 8 x* 
5s o s 6 7 NA 4 8 » 


"WEAPON RANGE! TYPE E 
3 Heawvenomesnnon 36° Hem 9 
` Stinger salvoes ao mu 5 
Svanglehomcannon — 35" Mem 8 
Segtingwings Melee Melee User 


WARGEAR OPTIONS 


Allarpgis equipped with: singer salvoes; 2 suamgletnom cannons; seything wings. 


P D ABILITIES 
3o 4 
[1 

2 2 Blast 
EE 


- + This model's 2 stranglethorncannons can be replaced with 2 heavy venom c 
ABILITIES 
: Spore Mine Cysts: Once per turn, teris model has 


moved In your Movement phase, you can select one 

uit it moved across or one point on the battlefield it 

mavedaeross. 

+ IFyauseleeta unit, ol si Dis for each VEHICLE or 
Monsrer model in that unitand roll one DG for each 
thermodel in that unit (to maximum often Dös):for 
‘each 4, thatunit suffers 1 mortal wound. 

+ if youselect a point on the battlefield, set up a. 
new Fiondly SPORE Mimes unit of3 models on the 
battlefield not within of any enemy units and within 
1 of he selected point. Ifyou are playing a game 
that uses a points liit this unit does not cast ang 
Reinforcement point. 


Airborne Predator: Each time you declare a charge with 
{his motel, you can only select AIRCRAFT units as the 
targets) ofthat charge This model ean only be chosen 
asa target ofa charge ifthe urit making the charge 
‘can Fux You can only fight with his model fit is within 
Engagement Range of any enemy units that can Fy, and 
this model can only make melee attacks against units 
that can FLY. Enemy units can only make melee attacks 
geinsthis modelifuney can Fur 


Harpi 
hose natural agility all 
them to outmanoeuvre 
most prey fighter craft. 
They are often sent in 

first waves of an 


amidst th 
invasion, dropping ore 


munitions onto panicke 


Manoeuvrable Each time this model makes a Normal 
Move, Advances or Falls Back, fist pvotiton the spot 

upto 90" (his does not contribute tz how far the model. 
moves], thenmove the model straight forwards, can 

pivot up to 90" ane more ime, at any point, during 

the move 


Hard to Hit: Each time a ranged attack is made against 
‘this model, subtract I from that attacks hit roll, 

Hover: in yout Command phase, thismodel can hover Fi 
does, then uni the start of your nex: Command phase, its 
Move characteristic becomes 15" and it loses the Airborne 
Predator, Hart Hit and Manoeuvrable abilities. 

Death Throes: When this modelis destroyed, roll ane DS 
before removing it from play. On a 6» the closest enemy 
unit within sufro 3 mortal wound. 


defend 
tack 


s and diving d 
KEYWORDS: MONSTER, AIRCRAFT, FLY, HARPY 
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SPOROCYST 


Some ofthis modelo characteris change se sufra damage, se chown below 


No. Name 
1 — Sporoeyst (6+ wounds remaining) 
Sporoeyst [3-5 wounds remaining] x 
Sporoeyst (1-2 wounds remaining) 


6 Power 
BS ST ALS 
EEE 
= 
5 7 ONCE T 


ASporocystis equipped with: 5 deathspitters: lensing whips. 


WEAPON. RANGE TYPE 5 
Barbed stangler 3€ — AssaultOS 
Deathspiter AD Asma 

Venom cannon 35 AssaultD3 
Flensing hips Melee Melee 


WARGEAR OPTIONS. 


+ This models 5 deathspitors can be replaced with one of the following: 5 barbed strangers; S venom canons. 


ABILITIES 


Bombardment Organism: During deployment, when. 
you eet up thie model itean be setup anywhere on the. 
battlefield thatis more han 12" away fron the enemy 
deployment zone and ang enemy models 

Synaptic Relay: While his model is within 12° of 

a friendly <HIVE FLEET> SYNAPSE unit [excluding 
Sroracrst models}, this model gains the Synapse 
keyword and the Synapse ability pg 86] 

Death Throes: When this model is destroyed, all one DE 
before removing trom play. Ona Gs, theclosestenemy 
unit within 6” suffers D3 mortal wounds. 


Seed Spores: This modelcan perform the following action: 
Seed Spores (Action): Atthe start of your Movement 
phase, one SPORDEYST model from your army can start 
toperform this action. The action is completed atthe 

end ofthat phase. When kis completed, setup i new 
friendly SPORE MINES unt containing 6 models ora new 
friendly MucoL1o SPORES unit containing 1 model on 
the battlefield. That unit mustbe set up more than 6" 
“vay from any enemy unite and wholly within 18 of is 
model If you are playinga game that uses a points limit, 
‘that unit does not cost ang Reinforcement points 


FACTION KEYWORDS: Hive TENDRIL, TYRANIDS, «HIVE FLEET> 
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spewing t 

their living chim 

are able to eject shoals 

of Mucolid Spores, while 
ray too € 

ed to hails of 


prey who 

are subi 
anic projectiles from 

the bio-cannons eraft 


thes shide 


WEAPON PROFILES 


Below you will find the profiles for all the weapons that Tyranids models can be equipped with. Note that 
Some weapons have the Blast ability; this ability is detailed in full in the Warhammer 40,000 Core Book. 


RANGED WEAPONS RANGE TYPE S AP D ABILITIES 
Acid spray 187 Heiss 6 3 2 Earhumeanattackis made wth this weapon, thatattack 
automatically hits the target. 
Barbedsvangler EE — 6 7 aia 
Bio-electric pulse ar) 50 i 
Bio-lecti pulse with 
containment spines 12 Aem Sn E, 
Bio-piasma 12 As) 6 3 1 Blast 
Bio-plasmiccannon Hear — 8 4 Blase 
Bio-pasmic scream. 187 AssautO5 8 4 1 Blast 
Deathspiter. 247 "Assauita SJETNE 
Deathspiterwith slimer maggots 24" Assauki 7 3 å 
Devourer TO BEE 
Devourer with brainleech worme 10° Assault6 5 o 4 
Drool cannon. 16 Assaut208 — 6 2 1 Eadhiime an attackis made with this weapon, that attack 
automatically hits the target. 
Flamespun Before selecting targets, select one of the profiles below ta make attacks with. 
-Burning spray 12% AssautÜ6 — 6 -2 2 Eachmeanamackis made with this weapon, that attack 
automatically hits the target. 
Pyrogout 18" — Assaut208 Å 1. Eachtimeananackis made ith this weapon, that attack 
utamaienly hits theta 
Feeshborer TS 5 à 
Fleshborer hive 24 Assaut30 5 Å 
Grasping tongue! ES 8 3 3  Ehümegouselectataretfarthis weapon, you can ignore the 
Lock Gus, Sirrle (see the Warhammer 40,000 Cae Book]. 
Heavy venom cannon. 36 ena 9 3 4 
Impalercannon 28 Heavy & 2 2 Thiewespon can tårgerUnisthatare not visible 1 thë bearer as 
longas the targtis visible to a friendly «Hive FLSET> SYNAPSE 
model, Each ime an atactis made with this weapon, the target 
does notreceive the boneits of Light Cover against that attack. 
Massive toxic lashes (shooting) = Assault208 User -2 £ Fachtime on attackis made with this weapon geinsta unit 
[excludingVencLe or Trauc units] an unmodifed wound roli of 
i Zi always successful 
Rupture cannon dr Heavy 18 4 0644 
i Shøckeannon 367 Assault? ? 2 3 Eachtime an attack is made with this weapon agansta 
Venice unt, an unmodified wound rola successfully 
wounds the target and infiets 1 mortal wound in addition to 
angnormal damage. 
Spine banks G Assault 5 Fa 1 
Spinetta 18) Pisal? SEEN 
Spinemaws G Pistola CA 
Spore mine launcher as Hana © 7*7 * Tis weapon can target unis that are not visible tothe bearer, 
as pgas they are visible to a friendly <HIVEFLEET> SYNAPSE 
made Each time an attacks made with this weapon, fa hit 
is scored, the arget suffers 1 mortal wound and the attack 
» sequence ends. 
Sungersalvoes LN ONES NES 
Stranglethom cannon. 36 Heyz 8 2 2 Bast 
E Tentaclds 36° Assault 7 3 2 Eachtimean atackis mace with this weapon against a VEMICLE 
ni, an unmodified wound roll of 4+ successfully wounds the 
target Each time an attack made with this weapon is allocated to 
an AIRCRAFT model, that atack has a Damage characteristic of 4. 
Temagantdevourer dg esau SEE 
Termagant spinefist 12 Pistol2 3 0 UNS 
Thoracic spineists 12 Piel ES 
Venom cannon, 36 Asa) 8 3 2 Bat 
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MELEE WEAPONS RANGE TYPE S AP D _ ABILITIES 

Barbed ovipostor Mele Melee +1 4 1 Parasitic Infection (pg 108). Each time the Bearer ight rales 
1 additional attacks with this weapon, and no more than 1 atack. 
can be made with this weapon while resavingthatfight 

Bludgeoning fists Melee Melee EA 

Bone mace. Melee Melee ^i 2 2 Eachtimethe beaver fights, it makes 1 additional anack with 
this weapon, and ro more than 1 attack can be made with this 
weapon while resolving that fight. 

Bone sabres Mele Melee ES 

Melee Melee Wed 2 - 
Melee Melee ENE 

Broodlord claws and talons Melee — Melee User 3 2 — Fachtime an attack is made with this weapon, uou can resol the 
wound rl, and onan unmodified wound rall af, that atack bas 
an AP characteristic of-5, 

Corifex crushing law Melee Melee aaa 

Carnifex seythingalon Melee — Melte User -3 3 — Eachiime the bearer fights it makes 1 additional sack with 
‘this weapon. 

Ghi brbed ists NEED 

Clawed limbs. User 2 1 

Crushing law SE 

Dual bonesverds +2 2 2 Eachtimethe bearer fights, makes 1 addtional attack with 
this weapon, 

Flonsing whips User 202 - 

Genestealerclaws and sions User 3 1 

ormagsónt tons User TE 

ictor claws and sions User 3 2 - 

Massive crusting dans sa 

Massive scing: is made with this weapon, select ane of the profiles below ta make that attack with. 

“Sweep User -3 2 Eachtime an attacks made with this weapon profile, make 2 hit 
ralisinstead of. 

Stike +34 20 

Massive exiclashes freie! User c2 eds weapon againsta unit 
[excluding Vente or Titanic units), an unmodified wound rollof 
2+is always successful 

Mawloc scing ticos We d 1 - 

Monstrous boresmoså EEE 

Monstrous crusting cse +4 3 0382 - 

Monstrous soxthing sion User 3. 2 Each time the Beare fights iomakes addtional attack with 
"his weapon- 

Powerful limbs User d 2 

Ravenerclaws ser 

Ravenous maw User 1 2 Each time an attack is made with this weapon, make 3 hit rolls 
instead of. 

ending cir en 

Screamer kiler a User 3 5 

Sihing talon User A AT Each time SON 
his weapon. 

Seuthing wings S 2 

Shoveling clans Meee Meet x2 3 938 — 

Thoraxspur +3 +43 Eachtimethebearer fights, it makes 1 additional attack with 
this weapon, and ne moro than I attack con be made with this 
weapon while resolving tha fight, 

Ihreshersegós Meise Meine 4 a i Eachumethe bere gins, makes additional attacks with 
this weapon, and o more han 3attackscan be made with this 
weapon while resolving that fight. 

Toxic lashes Meee Melee User 1 1 Each timean attackis made with this weapon against aunit 
(excluding Venicis or TiTANIE units), an unmodified wound rollo 
2s ie aways successful 

Toxinspike LN User -3 2 Each time the bearer tights i makes 1'additional attack with 


Trypon seything sions 
Tyranttatons 


this weapon, and no more than 1 attack can be made with his 
weapon while resolving that ight 


4. Esehitine the bearer fights, i makes 2 additional stacks with 
this weapon, 


POINTS VALUES 


You can use this section to determine the points (pts) value of each unit 
unit's size (i.e. how many models the unit can contain) and how many points the unit costs. If an entry has a 


unit cost of ‘x pts/model', then the unit costs x pc 


in your army. Each entry lists the 


ts for every model in that unit. You must then add points 


for each weapon, or item of wargear, that is included in that unit if it is listed in that unit's entry (weapons 
and other wargear not listed in a unit's entry cost no additional points to includein that unit). 


Some weapons or pieces of wargear are presented as '+x pts/unit. In these cases, instead of it costing x 
points for each model in the unit that is equipped with that weapon or piece of wargear, you only add that 


cost once, regardless of how many models are in the uni 


Sho 


Sroodlord (pg 92) 
Unisize. — r7] 
Uniteost 1209s 
Hive Tyrant (pg 90) 

Unisize. = 1 model 
Unit 08% ee 1s0ps 
+ Adrenal gids. +15pi8 
= Heavy venom cannon... +15 iS 
+ Stranglethorn cannon ADs 
+ Toxin sace. “spe 
Neurothrope (pg 92) 

Uni size 1 model 
Unkeost 100ps 
old One Eye (pg 96) 

Untsize, 1 mee 
UNO nn E 
Tervigon (pg 94) 

Unisize, 1 model 
VED sn BASS 
* Adrenal glands... ^0gs 
> Tokin sacs. 


The Swarmlord (pg 31) 


ee 
Un ost 

Tygon Prime (pg95) 

Unten ev mode 
Unicos LL sees 
+ been glands «i5pi 
* Tosin sacs ons 


Turanid Prime (pg 83) 
Unkeize - 


Unik cost E 
= Adrenal hands... nun «Spis 
= Flesh HOOKS nn tS PS 
= Toxinsacs, monen 


Winged Hive Tyrant (pg 89) 
Unitsize o 
Viken 190p 
rn sispa 
* Heavy venam cannon nm aspas 
* Suangieihon canon. +10 pts 
+ Torn sacs rss ps 
P» troops 

Gargoyles (pg 60) 

Uli Si — 1020 models 
Unicos. IL pode 
Hormagaunts (pg 98) 

Un 8 — 1030 models 
unicos a bpsmadet 
* Adrenal glands sape 
* Torsnes. å ip 
Termagants [pg 98) 

Unit S26 mm 10-30 models 
Unicos. cc? is/model 
> Adrenal glandea hp 
* Termagant cevourer Tam 
+ Toin sacs Tap 
Tgranid Warriors (pg 97) 

Uritsao. 39 models 
p 25 modo! 
+ Arenal glands. -+ psn 
+ Barbed svanger tSp 
+ Fesh hooks pisan 
* Toxin sees 40 punit 
* Venom canon „spe 
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WH ELITES 


Deathicaper (pg 102) 
Unitsize. mode! 
Unteost. ss 


Genestealers (pg 106) 
Unisize. — 530 models 
Unit cc ps Ode! 


+ Extended carapace. Ak 
Infestation Oc +20 RE 
+ Toninsacs u ds 
Haruspex (pg 104) 

nitsizg. model 
Unicos: 170918 
lictor (pg 402) 

ünitsize. model 
ricos Tope 
Maleceptor (pg 103] 

Unitsize. 1 modet 
Unitcost nnn POS 
Pirovores (pg 104) 

Unitsize. 13 model 
Unit cost 30 ptsmodel 
Toxierere (pg 100) 

VES ar model 
Uniteost oo ASO pts 
‘Tyrant Guard [pg 101 

UN 52 mm 3.6 models 
Unit cost 40 pts/model 
* Mitra glands... an 
* Crustingeiaw o OPE 
> Toinsacs... 10 pismi 
Venomthrapes (pg 105) 

Unitsize..... 2 models 
Uniteost 35 pis/model 
Zoanthropes (pg 105) 

URS ne 36 models 
Unit eost nn S0 pts del 


À FAST ATTACK 

Mawloc (pg 109) 

Unisize.. 

Uniteost 

* Adrenal Band. 

* Toxin sacs. 

Mucolid Spores (pg 111) 

Unksize, 

Unkeost 20 ptsimodel 

Parasite of Nortrex [pg 108) 

UNS 

Unitcos. 

Raveners (pg 107) 

Unisize.. 39 models 

nitens 30 pisimodal 

Ripper Swarms fos 107) 

Unitsize. 33 models 

Unit cost 15 pma 

+ Spinemans.. t0 pit 

Spore Mines (pg 111) 

Unitsize 38 models 
0 ptsimodel 

Trygon (pg 110) 

Unisize en 1 model 

Unitenst p 

* Adrenal glands. Tsis ps 

+ Toxinsacs.. B +10pi5 


silly HEAVY SUPPORT 

Biovores (pg 112) 

ni sie — 3 modes 

Unicos o AS ptsmodel 

Camifexes (pg 143) 

Unitsie 13 modele 
-100 ptsfmodel 


ps 


Spine banks 
Spore cust. 
Stranglethorn cannon.. 
Thresher scythe. 

Toxin sacs 
fuss... 


+ Adrenal glands... 10 pts 
* Bioplasma cc — 10 pts 
* Boremace.... --— 
* Camifex crushing dlaw....—..—.——5 JIS 
* Chin home... sp 
+ Deathspitter with simer maggots....«5pts 
+ Dovourerwith brainleech worms... +5 pts 
© Entanced senses +0 pts 
Heavy venom cannon... +10 pts 


exocrine (pg 142) 


Hive Guard [pg 316] 
Unis. 

nico 
* Avena ands. 
+ Imgatercannon.. 

+ Toxin sacs ne 


Screamer Killers (pg 144) 

Uni si = 
115 pis/model 
vn #10 pts 
pts 
+5 pe 


* Spore cysts nn 
* TON sacs... 


Thormkseks (pg 145) 
Unico 
+ Mdnnalgands.....— 
+ Enhanced senses 

+ spine banks 
+ Simngetor comas. 


Thresherseythe. 
Toxin sa 


Tyranrofex [pg 117) 
Unis... 

poo-— 
> Act 
+ Adrenal glands 
* tae cannon 
* nin sacs. — 


Jurannoeyte (pg 148) 
Uni — 
Unit ost 


Hé FLYERS 
Harpy (pg 120) 


Unit size. 
Unit cost am 
* Heavy venom cannon. 


Hive Crone (pg 119] 
Unisize. 
Uniteast 


M FORTIFICATIONS 


¿por (pen) 
Unnsize.. 

ricos 
+ Barbed svanger. 
+ Venom cannon, 


Adaptive Phüsiigies pg0562) | 
Dermie Symbiosis. 

Enraged Reserves. 
Hardened Biology — 
Precogiive Sensor. 
Predator Instincts 
Synaptic Enhancement ——— 
Wripcol Reflexes... 
Voracious Ammunition ~ 


GLOSSARY 


‘Adaptive Element (pg 51): The part of a Hve Fleet Adaptation that can 
be swapped out using the Hyper-adapratiens rule 


Adaptive Physiologles (pg 66}: A unique upgrade that can be given to 
Hive TENDRIL MONSTER models (excluding named characters] 


Any number of models can each have their Weapon A replaced 
with Weapon B: When this wargear optionis selected for a unit, any 
number of modela in that unit that are equipped with Weapon Acan 
‘each have its weapon replaced with Weapon 8 It is possible for only 
some of the models in that unit to have their weapon replaced and for 
others not o. 


Blo-artefact Relics [pg 70): A type of Relic that can be given to HIVE 
TENDRIL CHARACTER models, 


Biomass points (pg75]: A resource earned by a Tyranids Crusade 
farce when devouring a wor, 


Blomorphologies (pg 60): Can be combined to create your own Hive. 
Fleet Adaptations or replace the Adaptive Element of a hive Meets 
Adaptation at the start ofthe game using the Hyper-adaptations rule. 
There are three types of Biomorphalogies described in this Codae: 
Hunt, Lurk and Feed, 


Crushed Resistance points [pg 75): A resource earned by a Tyranids 
Crusade force when devouring a world, 


From: The hive fleet that a unit belongs to is the hive fleet they are 
from. Å unit is from a certain hive fleet if they have that hive fleets 
name listed on its Faction keyword line. 


<cHive Fleet> unit: Aunit that is from a hive fleet and has the name of 
å hive fleet as a Faction keyword on its datasheet. 


Hive Fleet (pg 52): TYRANIDS units with the <Hive FLeer> keyword 
1 long ee ve fen en inc such auni in 

EAS d ges sacre ant gei pi de 
utt 


è Hive Fleet Adaptations (pg 52): Detachment ability for Hive. 
Tenonıt Detachments 


Hive Fleet Bio-artefact Relic (pg 52): A Bi-artefact Relic associated 
With a specific hive leet. These are only available to CHARACTER 
‘models that are partofa Hive Fleet Detachment (and only if they, and 
your WARLORD, are crawn from the associated hive flee), 


Hive Fleet Detachment (pg 52): A Hive Fleet Detachment in which 
every HIVE TENDRIL unit that is from a hive fleet I from the same 
> hive feet 


Below you will find a glossary that contains a number of terms used in this Codex. 


Hive Fleet Stratagem [pg 52): AStratagem associated with a specific 
hive eet. ese are only availatie if your army includes a Hive Fleet 
Detachment ofthe associated hive fleet, AI Hive Feet Stratagems 
have the Tyranids label. 


Hive Fleet Warlord Trait [pg 52):A Warlord Trait associated witha. 
specific hive fleet. These are only available to WARLOROS that are part 
ofa Hive Fleet Detachment [and only if they are from the associated 
hive feet), 


Hive Tenoait Detachment (pg $4): A Detachment in a Batle-forged 
army where every model has the HIVE TeNDRIL keyword (excluding 
models wit the UNALIGNED keyword) 


Hive Tendr secondary objectives (pg 72): Additional secondary 
<tjecives thar can be used in certain matched play mision paca if 
every Detachment in your army sa HIV TENORIL Detachment. 


Hyper-adaptations (pg 51): At he start of the game allows the 
Adaptive Element of your Hive Feet Adaptation to be swapped cut for 
a specifiedBiomorphology. 


Paychie power type: Å psychic power type ie written in bold at the 
start ofits rules. These are three types of psychic powers described in 
this Codex: Blessing, Malediction and Witchfre, 


Rare Organisms (pg t) Detachment bit for Hive 
Texomi Deachmens 


Stratagem label: A Stratagems labels are written beneath its title 
‘and can include: Tyranids; Battle Tactic; Epic Deed, Strategic Ploy; 
Requisition; Wargear. A Stratagem can have more than one label; for 
example, a Stratagem with Tyrarids — Wargear Stratagem' has both 
the Tyranids and Wargear labels. 


Synaptic Imperative (pg 88): An ability that can be pained by 
‘SYNAPSE units from your army athe start of the battle round and 
that lasts until the end of the bate round, The availabe Synaptic 
Imperatives depend on which SYKAPSE units are in your army and are 
om the battefild Only one Synaptic Imperative ability can be selected 
per battle round, and you cannot select the same Synaptic Imperative 
more than once per battle. 


Synaptic Link Range (pg 87]: Tre range over which many Tyranids 
abilities used in the Command phase and psychic powers operate, Can 
be increased by spreading out STNAPSE models across the battlefield, 
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REFERENCE 


Below you will find a bullet-pointed summary of several Tyranids rules. 


«HIVE FLEET> KEYWORD [PG 52] 
+ When you include a unit with the <HVE FLEET> keyword, 
nominate which hive fleet itis from. 
+ Replace every instance of the HIVE FLEET> keyword on that 
units datasheet with the name of your chosen hive leet. 


ADAPTIVE PHYSIOLOGY (PG 66) 

+ IF your amy is Batle-forged, you can upgrade HIVE TeNDRIL- 
MONSTER models with an Adaptive Physiology. 

+ Doing soincreases a models Power Rating and points value. 

+ Amadel cannot have more than one Adaptive Physiology, 

Your army cannot contain more than one model withthe same 
Adaptive Physiology. 

+ Crusade armies must use the Adapted Physiology Requisition to 
gain Adaptive Physiologie. 

+ You cannot give named characters Adaptive Physiolgies 


BIOMASS POINTS (PG 75) 

* In Crusade, when devouring a world, each of the stages ofthat 
world's destruction will require a certain amount of Biomass 
points to complete. This represents the amount of biamatter your 
force has consumed on that wold 


CRUSHED RESISTANCE POINTS (PG 75) 

+ In Crusade, when devouring a world, each ofthe stages ofthat 
planet's destruction will requie a certain amount of rushed 
Resistance points to complete. This represents the amount of 
enemy presence that needs ta be destroyed on the word 


DEATH FROM BELOW (PG 86) 
* During deployment, can set unit up underground instead of 


setting them up on the battlefield, 
* Unit can then arrive during Reinforcements step of ene of your 
Movement phases, 


+ When unit arrives, setit up on battlefield more than 9" from ang 
enemy models, 


DETACHMENT ABILITIES (PG 51) 
+ Hive Tenori Detachments gain the Rare Organisms ability. 
+ Hive Tenori unts in Hive Teupnıı Detachments gain the Hive 
Fleet Adaptations ability. 
+ Troops units in HIVE Tewomut Detachments gain the Objective 
Securedabilty (this ability is described in the Warhammer 
40.000 Core Bock]. 


RARE ORGANISMS (PG 51) 
+ IF your army is Batle-forged foreach Det 
ability, that Detachment cannot contain ma 
Tyrant model 


SHADOW IN THE WARP (PG 86) 
+ Aura ability. Subtract 1 from Psychic test for ene 
187, and those units suffer 1 additional mortal 
of the Warp. 


SWARMING MASSES (PG 86] 
‘+ Models with this abilt can fight if within Engage 
246" of ang enemy units when their uni fights. 
+ Ifany other rules would reduce the distance at which m 
this unit can fight, this rule and those rules do not take e 


SYNAPSE (PG 86) 
* Aura ability, Friendly «Hive FLEET> units within G" autor 
pass Morale tests, 


SYNAPTIC IMPERATIVE [PG 88) 

+ Synaptic Imperatives only apply if every modelin you 
the Hive Tenpni keyword (excluding UnaLIeNen models] and 
from the same hive fet, 

* At the start ofthe bare round, select one Synapt 
from a unit in your army that is on the bate! 
have not yet selected this game. 

+ Until the end ofthe battle round, SYNAPSE models in your 
army gain a new abiit based on the Synaptic Imperative that 
was sølseted. 


SYNAPTIC LINK RANGE [PG 87) 

+ Aunitor model is within Synaptic Link Range of this mode! 
is within 12" ofthis model or within 12" of any friendly <Hive 
Fuero SYNAPSE unit that is itself within Synaptic Link Range of 
this model. 
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